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Hook fights dirty, Flying’s your greatest power, You'll face pirates armed with 
so watch out for his tricks but keep your eye on the flight meter bows and arrows in Neverland Forest you've got him where you want him 


Hook is distributed by Sony Imagesoft Inc., 9200 Sunset Boulevard, Suite 820 Los Angeles, California 30069 


©1991 TriStar Pictures, Inc. All rights reserved. Hook™ and associated character names are trademarks of TriStar Pictures, Inc 
Sony Imagesoft and Imagesoft are trademarks of Sony Imagesoft Inc. Nintendo, Super Nintendo Entertainme: 


nt System, Nintendo Entertainment System, GameBoy and the Official Seals are registered trademarks of Nintendo of America Inc. ©1991 Nintendo of America Inc. 

























THE 
CRITICS ARE 
HOOKED! 


Check out what they’re saying about the 
incredible new Super NES version of Hook. 


“one of the hottest action games I have 
ever played. The music is absolutely beautiful 
and the graphics are top-notch.” 


“Hook is intelligently made from start to 
finish. Its execution is excellent.” 


“Hook’s multilayered, smoothly scrolling 
visuals inspire comparisons to Super NES 
legends, such as Actraiser and Super 
Castlevania IV. The music is so good, you'll 
want to crack open the cart and see if there’s a 
Compact Disc inside! Five-star game play. 
Hook succeeds in every way.” — 


pe Hook. The ultimate adventure for your 
IMA FT 
se si Super NES. You'll be Hooked too! 


ee gees at Sek Re 


“SPECIAL T REASUREt. 

‘Receive a FREE Hook soundtrack. ~~ 

). cassette when you buy any NES, SNES { 
{ or Game Boy HOOK VIDEO GAME and 

. HOOK VIDEO MOVIE. 


€ To get your free Hook cassette mail in the Universal Product Code 
(UPC)efrom the package of any Hook video game and the Proof of 
ape a nae tab Ho the ne video pov (no PHOtaeep ies, aly ptiginal 
5 '’ packaging will be accepted) along with’ your name and: address" an 
Also available for NES and GameBoy. {$1.50 for postage and handling to: EN B® 
» HOOK Soundtrack Offer, P.O. Box 7696 DE ay ' 
Young America, MN 55573-7696 sad 


{ Limited to residents of the United States. While supplies last. 
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Cover: McDonaid’s heroes Mick and 
Mack are back in Mick & Mack as the 


Global Gladiators. Turn to page 40 
for a review of this exciting new one- 
player game for the Genesis. 


Cover Art: Jim McDermott 
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by David S. Moskowitz oO 
NovaLogic has been a software developer GAMING ON THE GO COMPUTER STRATEGIES 114 
since 1985. Join David as he pays a visit by Chri 
and takes a look at some of its latest Baseball Heroes, Bonk’s cine ADVERTISER INDEX 120 
innovations. Predator 2 and Megalit. 
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here in the States. 
Similarly, as we 
reported in our October issue, 
Sonic 2 was set for simultaneous, 
worldwide release on November 
24th. This is quite different from a 
few years ago when the Japanese 
market would lead ours by any- 
where from a few months to more 
than a year. On that subject, a sta- 
tus report on the Japanese game 
market can be found in this month’s 
Inside Gaming column, written by a 
Japanese editor, Takahiro 
Eguchi. 

While in Japan, | had a 
chance to play Sega’s Vir- 
tua Racing arcade sit- 
down, which Mr. Eguchi 
mentioned. This is one 
: killer machine, using 32-bit technol- 
* ogy to make a supersmooth game 
* with really hot graphics and action. 
: The coolest feature of the game is 
> that you can choose from four view- 
: points—in the car, just behind the 
* car, above and behind the car anda 
: helicopter view. Pushing a button to 
* change the camera view zooms in or 
was too much for a friend at PC- = out smoothly from one perspective 
Engine Monthly, Kiminori Nakamu- > to another. The game should be 
a. In all, it was a ton of fun for : available in local arcades by the 


ecently, with 

some other 

U.S. game-magazine editors, | 
had the opportunity to visit Japan 
for a game competition. Bignet invit- 
ed us to Sapporo to see its Sega CD 
game, Black Hole Assault, and battle 
against Japanese counterparts in 
head-to-head action. 

In all honesty, fighting games 
aren't my cup of tea. As good as 
Street Fighter Il is, | could never real- 
ly get into it. With that in the back of 
my mind, | knew that in 
short order | would be 
blown out. As it turned out, 
all three American editors 
were soundly whipped in 
the first round (actually, the 
second round, because we 
were given first-round byes; I’m so 
embarrassed). Hey, | picked the 
wrong character to use, | had a bad 
control pad, the sun was in my 
eyes.... 

We did find redemption in “fun” 
matches after we were closed out— 
guess a 100-yen coin and an Ameri- 
can dime bet (totaling about 95¢) 





@eorrveececsssccsceveoeseooseeeeoee® 





everyone, and thanks go to Bignet : time you read this. 

for its incredible hospitality. As always, we'd like to hear what 
Aside from the competition, we « you think of the material in VG&CE, 

did get a chance to check out Sap- : and, as mentioned in the Reader 

poro a little bit—and, from a: Mail, we're planning some hot stuff 

gamer’s standpoint, there wasn’t ; for upcoming issues. Drop us a note 

much either surprising or that : at VG&CE, 9171 Wilshire Blvd., Suite 

exclusive from the American mar- : 300, Beverly Hills, CA 90210, Attn: 

ket. For example, Super Mario Kart « Andy Eddy. Thanks. 

was released in Japan a couple of 


weeks ahead of when we saw it —Andy Eddy, Executive Editor 
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ALL NEW 
TOURNAMENT MATCH 


; Charge down to ringside!!! Never before have the WWF® Superstars™ 
looked so real! They’re bigger, mightier and tougher than ever before! 

Whether it's One-on-One, Tag Team, Grueling 4-on-4 Survivor Series or the Ultimate Tournament 
Match, you're in command of special moves that give you the power to rock the ring!!! 


You've got the skill and the bone-crushing moves...but do you have the GUTS to become the next 
WWF® Champion? . 
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MY CREATION 1S 
ALMOST COMPLETE, 
WITH THIS MACHINE 


WELL (UPE, LOOKS LIKE YEAH MAN, IF WE CAN'T 
11'S UP TOUS TO VEAL STOP THESE SLUGSTERS 


WITH THOSE OVERGROWN JERR! FROM ASSEMBLING THAT Seee te 


BLOBS O'00ZE ONCE SLIME MACHINE IN TIME CW in QM ‘ 
ANC FOR Att. < THE WH au Pah 1S, PUGE, 


GLATIATORS \ 
TE M7 


WHOA GuveE, 
THAT WAS A LITTLE 
00 CLOéEe’ 


70 BE CONTINUEL... 





OFFICIAL 


SEAL OF 


QUALITY 


THIS OFFICIAL SEAL IS 
YOUR ASSURANCE THAT 
THIS PRODUCT MEETS 
THE HIGHEST QUALITY 
STANDARDS OF SEGA™. 
BUY GAMES AND ACCES- 
SORIES WITH THIS SEAL 
TO BE SURE THAT THEY 
ARE COMPATIB 


LE WITH 
THE SEGA™GENESIS™SYSTEM. 





LICENSED BY SEGA ENTERPRISES LTD. FOR PLAY ON THE SEGA™GENESIS™ SYSTEM. SEGA AND 
GENESIS ARE TRADEMARKS OF SEGA ENTERPRISES LTD. © 1992 MCDONALD'S CORPORATION. 
THE FOLLOWING ARE TRADEMARKS OF MCDONALD'S CORPORATION: THE GOLDEN ARCH, 
RONALD MCDONALD, GLOBAL GLADIATORS AND MICK AND MACK. ©1992 VIRGIN GAMES, 
INC. ALL RIGHTS RESERVED. VIRGIN IS A REGISTERED TRADEMARK OF VIRGIN ENTERPRISES, 
LTD, FOR MORE INFORMATION, PRICING AND ORDERS PLEASE CALL 8990-VRG-IN@7. VISA, 
MASTERCARD, AMERICAN EXPRESS AND CHECKS ACCEPTED. 
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STREET FIGHTER I ON DISK? 

Street Fighter Il is an amazing 
Super NES cartridge! It has two- 
player simultaneous play, large 
characters that are fluidly animated, 
responsive controls, detailed graph- 
ics and great stereo sound. All of 
this in a 2-megabyte game running 
on a 3.6 MHz 16-bit processor. Will 
we ever see a decent Street Fighter 
li for IBM compatibles? | have a 33 
MHz 386DX IBM clone with 128K 
static RAM cache, and | have yet to 
see any game remotely like SFi/ for 
the PC. Let us examine why, and see 
if there is any hope for the future. 

1) Processor power. No contest 
here. 33 MHz 386DX motherboards 
are very reasonable, and 33 MHz 
486DX motherboards are starting to 
fall below $600. The Super Nintendo 
has a 16-bit processor running at 
- about 3.6 MHz. 

2) Video memory. No contest 
again. The Super Nintendo comes 
with 128K of RAM. One Mb of video 
RAM is quickly becoming the stan- 
dard for PC compatibles. Unfortu- 
nately, video boards are usually 
plugged into a 16-bit slot running at 
eight MHz, and memory is ad- 
_ dressed in 64K chunks. Hope for 
improvement? Yes, there should / 

be a VESA standard for local | 
bus video ratified soon that will 
bring video memory access up 
to speed. Current video chipsets 
support linearly addressed video, 
_ but current software does not utilize 
thisfeature. = a 
_ 3) Storage. Most Super Nintendo _ 
cartridges are one megabyte in size. 
PC games vary widely from those 
that fit on a single 360K floppy to 
Wing Commander II, which con- 
sumes 22 megabytes of hard-drive 
space. Hard drives access data slow- 
er than ROM cartridges, and current 
are limits base memory 










to 640K. Memory is addressed in 
64K chunks. Hope for improvement? 
Yes, future versions of DOS will 
eventually provide linear access to 
memory. Compatibility with current 


DOS applications will be limited, 
and this may be implemented on 
32-bit machines only. Local bus 
hard-drive controllers will 
speed hard-drive operations 
significantly, and hard drives will 
continue to grow in size. CDs will 
eventually provide large storage 
capacity for SNES systems, as they 
do for PCs now. 

4) Sound. The SNES wins this 
one. It has built-in 8-voice stereo 
sound and a processor for digital 
signal processing. Most PC games 
are designed around the Sound 
Blaster standard, which supports 12 
voices: 11 are produced with FM 
synthesis, and there is one channel 
for digital-to-analog conversion. It is 
monophonic. Hope for the future? 
Yes, newer cards, such as the Pro 


Ultrasound, provide 16-bit sam- 
pling/playback at 44 KHz, with 
20-32 voices in full stereo. The 
Gravis board has not shipped 

yet, and full support for the Pro 
Audio 16 is almost nonexistent. MS 
Windows does provide device-inde- 
pendent sound support, and future 


DOS games should support the 


newer sound capabilities. The 8- 
MHz, 16-bit slot may be an impedi- 
ment to advanced sound synthesis. 
5) Animation hardware. The SNES 
wins this easily. The hardware 
scrolling, sprites, multilayer play- 
fields, scaling and rotation make up 
for the slow C 





Audio Spectrum 16 and Gravis 


cards are & 


dumb display buffers. The CPU does 
all the work. With fast CPUs and 
clever software, impressive results 
can still be obtained. Look at Wing 
Commander II. Hope for improve- 
ment? Some. Now that Intel has 
joined IBM in endorsing the XGA 
standard, we will finally see hard- 
ware blitting and line drawing. XGA 
provides only one four-color sprite, 
and no scaling or rotation. MS 
Windows, with its device-inde- 
pendent graphics display inter- 
face, is opening up the door to 
hardware graphics acceleration. 
6) Display capabilities. The PC 
wins easily. Current SNES games 
use 256 x 224 resolution with 256 
colors displayable from a palette of 
32,768. Maximum resolution is 512 x 
448, which would require an RGB 
monitor to see clearly. Nintendo is 
not encouragingg RGB usage with 
the SNES. They did not include a 
video pinout diagram with my 
SNES, and their technical support 
did not know what RGB was. The 
processor may be too slow to sup- 
port the higher resolution anyway. 
Most PC games use 320 x 200 with 
256 colors displayable from a palette 
of 262,144, though several strategy 
games support 640 x 480 with 16 
colors. New Windows-based games 
are supporting 640 x 480 with 256 
colors. Maximum resolution on a 
good SVGA card is 800 x 600 x 
32,768, 1024 x 768 x 256 and 1280 x 
1024 x 16. Affordable 24-bit color 
cards are on the horizon. Unfortu- 
nately, Super VGA is not a hardware 










; & Computer ENTERTA 





SEH eepmeybmnuinenynnnnsmibinatn 


Peviimnenantimaseneanabiticeaninasanenntim a il 








WHY PLAY Ths... TF YOU CAN PLAY This? 


You've seen it all before. The short, squat, stubby cartoon-like players. The overhead view. The awkward feel. You've probably even asked your- 
self: Is this the best a 16-bit home video tennis game can be? With all that power available, do these games have to wind up looking only 


slightly better than an 8-bit cart? Of course not. a 
mg 
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Check out Amazing Tennis™— the revolutionary tennis video game that blows all the , 
others right off the court! Everything your 16-bit machine’s capable of is right B/ CALL \, 
up there on the screen: 22 planes of depth, motion-picture-quality animation, <4 +800-231-8400 (2 
ASK FOR 
r\ EXTENSION 201 i 


precision-play controls, full shot selection, an on-the-court view. And you can 
choose from a roster of 15 ranked opponents in 1-player mode, play an 






Pp, 
Virwwes 


entire tournament, or go head-to-head against a friend! 
So don’t waste your time hacking with amateurs. In Amazing Tennis, oF ALCS aa aa 
4 7 j TENNIS AND OTHER ABSOLUTE 

you're playing at full potential! ‘GAMES! 

For 1 or 2 players, on your Super Nintendo Entertainment System® or Sega™ Genesi ei te bat bait 

Featuring the digitized voice of world-famous chair umpire Frank Hammond! of Amazing Tennis. Ask the opera- 
* . tor for details. Offer may be with- 

Designed by David Crane. drawn at any time ) 








——— 





imum 4 
Time your serve for seers Catch your Opponent Put one away with the Chan 
ed! The radar gun displays an at the net ad smash! ge the net and sii 
spe service velocity! d are a winning lob! overhe a winan lice 
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Published by Absolute Entertainment, Inc., P.O. Box 116, Glen Rock, NU 07452. Amazing Tennis is a trademark of Absolute Entertainment, Inc. All rights reserved. Absolute Entertainment is a registered trademark of Absolute Entertainment, Inc. All rights reserved. Nintendo, Super Nintendo Entertainment 
System, and the Official Seals are trademarks of Nintendo of America Inc. ©1992 Nintendo of America Inc. Sega and Genesis are trademarks of Sega Enterprises Ltd. ©1992 Absolute Entertainment, Inc. All rights reserved. 
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standard. VESA has defined a BIOS- 
level Super VGA standard. Hope for 
improvement? XGA has a hardware 
standard for 640 x 480 x 65,536 and 
1024 x 768 x 256 resolutions. 

7) Controllers: The SNES wins 
again. Support for two simultane- 
ous, six-button, responsive digi- 
tal controllers is standard. 
Replacements are unbelievably 
cheap ($12.99 at CompUSA). 
PC-type analog joysticks are 
good for flight simulators, but are 
not responsive enough for arcade- 
style games. Game cards now sup- 
port two simultaneous joysticks with 
two fire buttons. Software that sup- 
ports more than one joystick is limit- 
ed. Gravis has finally introduced a 
digital GamePad for the PC! It has 
four fire buttons and emulates an 
analog joystick for compatibility; | 
do not believe two can be used 
simultancously in four-button mode. 
Neither system supports four joy- 
sticks simultaneously, so arcade 
games like Teenage Mutant Ninja 
Turtles will never be as good at 













Don't Pay Retail! 
We Specialize in 


Super Nintendo & Genesis. 
Software at Wholesale club prices! 


9 NovEMBER SPECIALS 


Sonic THE Hepcrxoc 2. 
}\JouN Mappen 93.......... 
Winc ComMaNnen.......... 








R 95 
|\Surer Douste Dracon .$58.95 


1000's of titles available 
in all formats 
ial Bonus!.. All Orders Before Jan. 
Ist, 1993 Receive FREE Little Gamer 
Charter Membership ($8 Value), 


Wholesale Inquires Welcome. 
(800)366- -GAME 


America 
9220 roars ot. ies C ites CA. 91706 
Mon. - Sat. 9 A.M. -7 P.M. PST 






















home. Hope for improvement? None 
that | know of. The IBM world seems 
to be locked into 8-bit analog game 
cards. Microsoft Windows 3.1 sup- 
ports two two-button joysticks. 

In summary, the SNES is an inex- 
pensive, efficient console designed 
for playing games. The typical PC 
compatible has a powerful CPU 
and sharp display capabilities, 
but little animation hardware. 
Peripherals such as graphics 

cards, sound cards and game 
cards are interfaced to today’s fast 
CPUs through a relatively slow bus. 
Accepted hardware standards such 
as a VGA display card, a Sound- 
Blaster-compatible sound card and 
twin two-button analog joystick 
ports provide inferior capabilities 
compared to a $139 SNES system. 

—Stewart W. Pierce 
Carlsbad, California 


Wowee, you sure did your home- 
work on that one. How did you find 
time to play Capcom's Street Fighter 
ll after all those weighty compar- 
isons? While we know of no plans to 
bring SFll to computers, we heard 
there is a Street Fighter game on 
disk. Can any readers tell us where 


to find it? 


FIRST ANNUAL HOLOGRAM 
RAVE LETTER 

| just finished reading my collec- 
tor’s edition of VG&CE (October 
1992), and | had to write you with 
my impressions. | am now sure it 
is the best gaming magazine | 
can purchase. This month’s 
Sonic 2 cover is great, and | hope 
hologram covers will be an annual 


_ event! From cover to cover this edi- 
_ tion gave me everything a gamer — 


could want in his magazine. Thanks — 
a whole lot! — 
— —Colin Shaughnessy 





able—even with a special premium 
like a Sonic 2 hologram, VG&CE is 
still $3.95! Keep your eyes on future 
issues of VG&CE because we have 
some exciting things planned. 


WELCOME CHANGES 

After reading the last few issues 
of VG&CE, I’d been thinking of let- 
ting my subscription lapse. You 
were stuck in a rut. Your reviews 
were as overblown as ever, your 
“news” was information other mag- 
azines had printed long ago and you 
had lost the befuddled-at-times but 
always fun to read Game Doc. Final- 
ly—and this was the biggest sin of 
all—VG&CE was just plain boring. 

Then | got the October issue. 

What happened? First off, your 
new reviewing system is great! It 
works, and that’s all that matters. 

Secondly, your cover looked 
great. Much better than the 256- 
color cartoon junk you have had in 
the past. Simple black, with a decent 
hologram. Excellent! 

Finally, and this has got to be a 
first for VG&CE, you showed us lots 
of pictures of a hot new game 
before other mags got to it! While 
you were certainly not the first to 
show pictures of Sonic 2, you really 
went in-depth. | loved it. The CD fea- 
ture was also excellent. 

On the downside, however, 
what's up with Inside Gaming? 

While | realize you want to give 

us inside views, the column was 
just a glorified Sega ad. | love 
my Genesis, but if you’re 
going to give Sega free ad 
space you should probably do 
the same for Nintendo and TT1. 

_In spite of that, I’m renewing my 
Ae iotion. Keep up the new look. 
You'll get a lot of business. 

—Amar Pai 
_ Las Vegas, Nevada 
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= Overnight, itseems, there’s 





aplace for video games like no other. It's called FunTronics, 
the new game department at Sears. 


FunTronics is designed to have all the games youre 





looking for in stock. Incredible 16-bit games. By the dozens. 








Ithas both Sega Genesis and Super Nintendo Entertain- 
ment Systems. Along with Game Boy, Game Gear and every 


accessory you could imagine. 





Not to mention the game stations where youre invited to 


get the feel of the hottest games available. 





Road Rash II 





So come to FunTronics. The one place you can figure on 


having exactly what youre looking for. 


Save $5 on Super Mario 
Kart or Taz-Mania 


Limit one coupon per customer and per purchase. Coupon not transferable, and may not 
be used with other coupons. May not be used as payment on SearsCharge or Discover 
Card account. Retail purchases only. Void where prohibited. Cash value 1/20 cent. Good 
through December 31, 1992. Salesperson instruction: use bar code to enter coupon. 
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Ferrari Grand Prix 
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Tit ee Tecmo’ 


ven the _ best 
player has trou- 
ble with a game 
now and again, but 
where can you turn for 
help? VipEeoGames & Com- 


PUTER ENTERTAINMENT has 


designed Tip Sheet to 


give you, the reader, 
answers to questions 
such as, “How do | defeat 
the end boss on this 
level?” or, “I’ve looked 
everywhere, but I can’t 
find the blue vase.” So if 
you’re having a problem 
with a game, write to us, 
relate MolUl ams |gell] Moja 4 ol-1 gc 
will do everything they 
can to solve it. Send your 


letters to: 


VG&CE, 
9171 Wilshire Blvd., 
Suite 300 
| eXSV-Y ad BVA 1 | em OF: no Oe 8) 


Attn: Tip Sheet 
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| enjoy playing Tale Spin on my 
TurboGrafx-16, but | have not 
been able to beat the game 
because | keep getting killed by 
Don Karnage, the last boss in the 
lonian Air City. He moves so 
quickly, there’s no way anybody 
can defeat him.without getting hit 
a few times. | would appreciate 
any tips or techniques. 
—Brian Dunham 
Elk Grove Village, Illinois 


Nothing fancy here, Brian— 
your problem may be that Baloo 
is always near death by the time 
you can get his fur-covered butt 
up to Karnage’s lair in the clouds. 
However, if you can make it to 
the end with enough points left 
on your health meter, it takes just 
seconds to finish off the “big 
boss” of Tale Spin. 

As soon as you enter the last 
room, stand in the doorway and 
start chucking those coconuts at 
Don Karnage. He'll start to come 
after you with his sword, but 
don’t panic—just walk to the left 
and keep throwing coconuts to 
the left as you pass your enemy. 
The coconuts will bounce off of 
the wall and hit Karnage as he 
turns around to approach you 
from behind. With the auto-fire 
buttons all the way up, you 
should be able to knock him 
right out of the room before he 
gets a chance to approach you a 
second time. 


This was an interesting one. How many games allow you to defeat the 
final boss character without even turning around to face him? 
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COMBAT ACTION | 
WITH A NEW SPIN 
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Get ready for the inter-gallactic 

battle of the 21st Century. 

Mother Earth is on the verge of 

extinction. Overpopulation and 

ie rsUls exe ale] ColuM {-Melt-ve] -te fe} 

shortage of vital raw materials. 
You've been commissioned to pilot 
our planet's most devastating 


ty Akirovs for their 
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Battle an alien warbot onthe desolate / 


tundra of Rliea. 





Te 
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Challenge a fellow C.A.M.—rad on 


satllfe RCE e First combat/action CD — Block-bustin’ 8-player ant 


game on the market “Tournament” and 
“League” play 





e High-intensity, photo- 
realistic CD graphics e 10 stellar battleground 


© Pumpin’ soundtrack seen 


e 8 rude war machines 
each with its own hot 
hardware 


e Fuse-poppin’ combat 
action. 


e |- lk 
Kickin’ CD animation makes all the | and 2 player 
action come alive. gaming selections 


Bign Pt Black Hole Assault™ and ©1992 Bignet U.S.A., Inc. 388 Market Street, Suite 350, San Francisco, CA 94111 Tel. (415) 296-3883 
U.S.A, inc Licensed by Sega Enterprises Ltd. for play on the Sega-CD™ System, Sega, Genesis and Sega Seal of Quality are trademarks of Sega Enterprises Ltd. 
CIRCLE #109 ON READER SERVICE CARD. 
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the Evil Cave without losing all of my power. Can you help? 


full supply in no time at all. 

Choose the Earth Magic before you enter the 
cave. Once inside, don’t be afraid to use up 
those magic vases. | like to use the magic to take 
out the bouncing skulls, whose unpredictable 
patterns surely rank them among the most 
annoying video-game villains of all time. 

Climb up the stairs to meet the first of the 
giant spiders, which can be avoided or 
destroyed with three quick blasts of Earth Magic. 

Try to stay out of the flow from the 
waterfall—you'll be fighting a strong current if 
you choose not to jump up to the platforms 
above it. The first jumping fish creature can be 
killed with the Super Swing attack while standing on the platform, 
and the second one must be dispatched while you’re hip-deep in 
the water. 

Proceed to the right, where you'll pass by another giant spider. 
Again, use magic to destroy it or simply sneak by while it’s 
“reloading.” You'll fall a good distance when you step off the right 
edge of the waterfall. 

Don't waste any time fighting the first of the fuzzy pink creatures 
you'll encounter when you land. They can take a lot of damage but 
are easily avoided. 

The next bit is tricky. 
Point the control pad to 
the left as you fall, and 
you can expect to be 
shot in the back with an ¥ 
arrow. The arrows move 
slowly, though, so you 
should be able to 
outrace most of them as 
you proceed to the left. 

Watch out for the pink 
creatures as you cross 
the platforms, and consider using magic on the next spider. His 
untimely blasts can find you even after you fall off the edge to land in 
the water below. 











Head to the right, dicing fish with the 
Super Swing and fighting the current. You'll 
reach a small room that’s filled with various 
enemies. Find a spot where all of these 
creatures are on the screen at the same time, 
and set off four magic blasts in a row to clear 
the room of riffraff. 

From here on, it’s easy. Climb the 
platforms and sneak past one more spider 
and you'll be free to exit the cave. The bad 
news is that the next area is so heavily 
infested with bad guys that ‘you'll probably 

=aih end up in several battles even before your 
eyes can adjust to the sunlight. The next town’s not far though, so 
keep moving! 
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I'm having trouble with Sega’s Game Gear game Ax Battler: A Legend of Golden Axe. | can’t seem to get to the end of 


The difficulty level of Ax Battler skyrockets when you reach the Desert of Death, so it’s no surprise that you're having 
trouble in the Evil Cave. The easiest way to navigate through this challenging stage is to stock up on magic vases before 
you enter. If you hang around in front of the nearest town and pick fights with passing skeletons and Neo- 
Amazons—reentering the town to refresh with a new password whenever you get in hit-point trouble—you can earn a 






















































—Jay Coleman 
Flagstaff, Arizona 





One of my favorite Genesis games is 


Joe Montana Football, which has been driv- 

ing me crazy lately ‘cause my brother 

almost always beats me! Can your panel of 

experts give me some strategies on how to 
beat him once and for all? 

—Charlie Mercer 

Farmington, New Mexico 


Just as the special teams are often under- 
appreciated in a real-life contest, the kicking 
unit can give you an edge if you learn to 
exploit the weaknesses of certain teams. You 
should always control the angle of a kickoff 
or punt so that the ball sails to the right side 
of the screen. Most of the 18 teams in Joe 
Montana Football have slower kick returners 
on the right side of the screen than on the 
left, and if you remember to kick in the same 
direction every time, even the speedier 
players will slow down 
by game’s end. 

On offense, don’t 
be afraid to execute a 
play differently from 
the way it’s drawn on 
the play selection screen. My favorite 
switch involves the sweep, which pulls 
all of your offensive linemen to the right 
to “sweep” a path for the runner. When 
your brother sees you run the ball out of 
the wing formation, he should be expect- 
ing you to head for the right side, since 
both of the running plays available under 
the wing formation are constructed that 
way. So why not spin around and run to 
the left? 

Finally, don’t fight for a sack on every 
defensive down. The game’s biggest flaw is 
that the computer won't allow you to 
switch control to a different player when 
you really need to. If your opponent is 
threatening to score, send your swiftest 
defenseman up the field to Jurk in the sec- 
ondary. This way, if a runner or receiver 
should break away from the pack, you'll 
still have a chance to - 
prevent a touchdown 
because you'll have 
one of your fastest 
players between him 
and the goal line. 
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Select your style 
from over 60 moves 


. ER iy x Alice in Fy D ms , ey 
LASS FIGHTERS, TRAIN, SPAR, PICK A STYLE OR 
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_ Top Coin-Ops for _ 
September 1992 
Figures are courtesy of RePlay maga- 
zine based on an earnings-opinion poll of 
operators. 


Best Upright Videos 
1. Mortal Kombat by Williams 
. Street Fighter Il: Championship 
Edition by Capcom 
. Terminator 2 by Midway 
. Double Axle by Taito 
. Sunset Riders by Konami 
. Space Gun by Taito 
. Steel Gunner by Namco 
. Turbo Out Run by Sega 
. Captain America by Data East 
10. S.C.I. by Taito 
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Best Deluxe Videos 
. X-Men by Konami 
. Race Drivin’ by Atari 
. Final Lap 2 by Namco 
. Steel Talons by Atari 
. Mad Dog by Betson 
. Hard Drivin’ by Atari 
. Road Riot by Atari 
. Final Lap by Atari 
. Rad Mobile by Sega 
. Galaxy Force by Sega 
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Best Coin-Op Software __ 
World Heroes by SNK 
. Street Fighter ll by Capcom 
. Aero Fighters by McO’River 
. Wrestlefest by Technos 
. Total Carnage by Midway 
. Raiden by Fabtek 
. King of the Monsters 2 by SNK 
. Atomic Punk 2 by Irem 
. Fatal Fury by SNK 
. Steel Gunner 2 by Namco 
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Top IBM PC Games — 
for July 1992 

The list of top-selling computer soft- 
ware was compiled by PC Research of 
Washington, D.C., based on sales data 
received from Babbage’s, Electronics 
Boutique, Software Etc. and Walden- 
software. 


‘Top 10 IBM PC Games 
1. Aces of the Pacific by Sierra 
On-Line 
2. Links by Access: 
3. Indiana Jones and the Fate of 
Atlantis by Lucasfilm Games 
. Powermonger by Electronic Arts 
. Civilization by MicroProse 
. Hardball Ill by Accolade 
. Gunship 2000 by MicroProse 
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Electronic Arts 
Buys Origin 


Electronic Arts of San Mateo, t 


California, has purchased Origin 
Systems Inc. of Austin, Texas, for 1.3 


million shares of EA stock, which was © 
worth $35 million at the time the deal | 


closed. 

Founded in 1983 by Robert Garriott 
and his brother Richard Garriott, the 
creator of the Ultima games, Origin has 
grown exponentially, mostly on the 
strength of the Ultima and Wing 
Commander series. The firm now 


employs 160 workers, who will remain t 


at the current headquarters. Robert 
Garriott will continue as Origin’s presi- 
dent and CEO in addition to becoming 
a vice-president at Electronic Arts. 





Richard Garriott will also retain his 
position as Origin’s senior vice-presi- 
dent/creative director and will become 
an executive producer for Electronic 
Arts as well. 

Larry Probst, president of Electronic 
Arts, cited Origin’s commitment to the 
CD-ROM market as a strong factor 
behind the purchase. 


Star Trek: TNG Virtual- 
Reality Centers to Hit 


American Shopping Malls 
Paramount Pictures has entered 
into a licensing agreement with 
Edison Brothers Entertainment Inc. to 
develop shopping mall-based virtual- 
reality environments that borrow sce- 
narios from the Paramount television 
series Star Trek: The Next Generation. 
Visitors to the Star Trek centers will 
be able to choose which characters 
they want to play in set story lines, 
which feature ship stations such as the 
bridge, the holodeck, the transporter 
room and engineering. 
Spectrum HoloByte, which is cur- 
rently producing a computer game 
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Help: Mega Man turn 
Proto Man into spare parts. 


Proto Man's got Dr. Light. But Mega Man is back—ready 

to put some heavy pedal to the metal to defeat Stone Man, 
Gyro Man, Star Man, Wave Man, She een and other 
robotic goons. Use his Mega 2 am = 
Buster and Super Arrow 
to make it to the castle and 
put ProtoManonthescrap "mens nig tikntio purty 
heap forever. patstbe jet bone ell whic ok a re ot for good. 


©1992 CAPCOM USA, INC. Nintendo and the official seals are trademarks of Nintendo of America, Inc. For more information, call (408) 727-0400. 
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Top 10 IBM PC Education Games 
ih 
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The lists of top-selling video-game soft- 
ware are provided courtesy of Babbage’s. 


1. Street Fighter Il by Capcom 
. Mario Paint by Nintendo 
. Teenage Mutant Ninja Turtles IV; Turtles 
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. F-117A Stealth Fighter 2.0 


. Dagger of Amon Ra by Sierra 


. Mavis Beacon Teaches Typing 
. Where in the U.S.A. Is Carmen 
. New Math Blaster Plus 


. Playroom by Brgderbund 

. Algeblaster Plus by Davidson 

. Body Works by Automap 

. Mickey’s ABC’s and Sound Source 


. Where in Time Is Carmen Sandiego? 


. Super Play Action Football 


. Bart's Nightmare by Acclaim 
. Soul Blazer by Enix 
. The Legend of Zelda: A Link to the Past 


. Super Mario Kart by Nintendo 
. NCAA Basketball by Nintendo 
10. 


. NHLPA Hockey ’93 by Electronic Arts 
. Team USA Basketball by Electronic Arts 
. Bulls vs. Lakers by Electronic Arts 

. RBI Baseball 4 by Tengen 

. Super High Impact by Arena 

. D&D; Warriors of the Eternal Sun by Sega 
. Evander Holyfield’s Real Deal Boxing 


. Taz-Mania by Sega 
. Alien? by Flying Edge 
10. 


based on Star Trek: The Next 
Generation, will produce the software 
used in the simulations. 













by MicroProse 


On-Line 


Darkseed by Cyberdreams i io 
et Canadian Video-Game 


Show Returns 
The REO International/YTV co-pro- 
duction Video & Arcade Top 10 has 
been renewed for its second season on 
Canadian television. Consisting of 


Where in the World Is Carmen 
Sandiego? by Brgderbund 


by Software Toolworks 
Sandiego? by Brgderbund 


by Davidson 


Pak by Disney 
by Brgderbund 
Your Personal Trainer for the S.A.T. 


by Davidson 


Top Video Games 
for August 1992 


Top 10 Super NES Games 


in Time by Konami 


by Nintendo 


by Nintendo 


Super Bowling by American Technos 


Top 10 Genesis Games 


by Sega 


MLBPA SportsTalk Baseball by Sega 


Top 10 TurboGrafx-16 Games 
Cosmic Fantasy 2 by Working Designs 
Neutopia 2 by TT 
Lords of the Rising Sun by TTl| 
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head-to-head contests, industry news, 
music videos, profiles of celebrities and 
other advances in electronic entertain- 
ment, Video & Arcade Top 10 can now 
be seen by six million viewers. 


Electronic Arts and JVC to 
Produce Software in Japan 

Electronic Arts and JVC of Japan 
have announced a joint venture creat- 
ing Electronic Arts Victor, a firm pro- 
ducing software for the Sega Genesis, 
the SNES, CD-ROM platforms, the NEC 
PC 9801, MS-DOS-based computers 
and FM Towns. 

Electronic Arts will be the majority 
shareowner in the new 35-employee 
company located in Tokyo, Japan. 


Video Games Featured in 
Historical Photograph 


Collection 

To illustrate the changing (and 
unchanging) relationship between tele- 
vision and children, the Harper Collins 
book America: Then & Now features a 
photograph of children watching 
Davey Crockett in 1955 opposite a shot 
of kids playing Teenage Mutant Ninja 
Turtles—The Arcade Game. Both sets 
of children are dressed in clothes 

inspired by their form of 
| television entertainment. 


Ascii Refinances 
$250.5 Million 
Debt 

Ascii Corp. of Tokyo, 
Japan, has received an 
emergency loan package 
from its banks to cover its 
diversification. Founded in 
1977 by Kazuhiko Nishu, 
Ascii’s central business of 
computer and _ video- 
game hardware and soft- 
ware production remains 
sound. However, the firm 
has been deeply hurt by 
the Japanese recession 
and accompanying drop 
in real estate prices. 

Ascii had also asked 
Industrial Bank of Japan 
to send an executive to 
assist in its running and 
restructuring, but, as of 
press time, the results of 
their arrangement had 
not been determined. 
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Now Mega Man must 
Really save the Earth. 


What in the world is Dr. Wily up to now? He's drilling through the 
earth's crust to tap its energy and create his most powerful robot 

of all. And eight of his most famous robots are back in commission. 
The danger comes in waves for 
you and Rush on the way to 
Wily's underwater headquar- 
ters. Do you have what it takes 
to send Wily to an oily end? 
Se de o® 
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‘RE ct eH ty 
With your Mega Use ir Mega Buster 
Buster you can turn Punk to turn this whale into a pile 
into junk. of useless blubber. 


4. Falcon by TTI 

5, New Adventure Island by TT| 
6. Neutopia by NEC 

7. World Class Baseball ly NEC 
8. Vigilante by. NEC 

9. Final Lap Twin By NEC 

10. Dragon’s Curse by NEC 


_Tep. 10 NES” Games 
: Tecmo ‘Super Bowl by Tecmo 
. Super Mario Bros. 3 by Nintendo 
. Super Mario Bros, 2by Nintendo 
: TMNT Ill: The Manhattan Wace i 
by Konami oe 
. Dr. Mario by Nintendo 
6. WWF Wrestlemania Steel Cage 
Challenge by LIN 
7. Dragon Warrior Ill by Enix 
8. Tetris by Nintendo 
9. Yoshi by Nintendo 
10. Might & Magic by American 
Sammy 
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Top 10 Game Gear Games 
1. Out Run Europa by U.S. Gold 
2. Olympic Gold: Barcelona 92. 
by U.S. Gold 
3. Castle of Illusion by Sega 
4. Aerial Assault by Sega 
5. Spider-Man by Flying Edge _ 
6. Joe Montana FootballbySega 
7. Leader Board Golf by Sega 
8. Chase H.Q. by Taito 
9. Paperboy by Tengen — 
10. Ax Battler by Sega 


Top 10 Game Boy Games 
1. Super Mario Land by Nintendo 
2. Kirby's Dream Land 
by Nintendo 
. WWE Superstars 2 by LIN 
. Yoshi by Nintendo 
. Dr, Mario by Nintendo 
. The Simpsons by Acclaim 
. The Simpsons 2: Bart vs. The 
Juggernauts by Acclaim 
8. Ultima: Runes of Virtue by FC 
9. Caesar's Palace by Virgin Games 
10. Tennis by Nintendo ‘ 


NOOO fF W 


Top 10 Lynx Games 
(All games this month steerer by AGE 
. Steel Talons 
. Shadow of the Beast 
. NFL Football 
. Gauntlet: The Third Encounter 
. Pinball Jam 
. Rampart 
. Batman Returns 
. Zarlor Mercenary 
. Blockout 
. Hockey & 
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Absolute 
Acquires 
Imagineering 

Absolute Enter- 
tainment Inc. of Glen 
Rock, New Jersey, has 
acquired Imagineer- 
ing Labs, producer of 
popular games in- 
cluding Acclaim's The 
Simpsons: Bart vs. the 
World and Hi-Tech’s 
Barbie Game Girl. 





Virgin and Sierra On-Line 

Resolve Kyrandia Conflict 

In response to complaints from Sierra 
On-Line that Virgin is deceiving consumers 
into thinking that Westwood Associates 
had designed the King’s Quest series, Virgin 
has agreed to place a disclaimer on the 
Legend of Kyrandia box stating that neither 
Westwood Associates nor Virgin played 
any role in the creation of the King’s Quest 
series. : 

Sierra had ob- 
jected to the state- 
ment, “If you liked 
King’s Quest, you'll 
love The Legend of 
Kyrandia™, a 
whole new realm 
of fantasy adven- 
ture, the first in the 
Fables & Fiends™ 
series.” 


Sound 

Blaster 

to Gain 

E-mu 

SoundEngine 
Creative Labs 
Inc. of Milpitas, 
California, has ac- 


























quired exclu- 
sive rights to use 
E-mu Systems 
SoundEngine 
DPS technology 
in sound boards 
for the IBM PC/ 
clone market- 
place over a four- 
year period. 

SoundEngine 
allows for play- 
back of digit- 
ally recorded 
sounds that are 
stored in ROM. 
The technology 
» also supplies 
i the capability to 
play 32 differ- 
ent sounds at 
one time. 

Creative Labs 
plans on having 
the SoundEngine- 
enhanced periph- 
erals on the mar- 
ket by some time 
in 1993. 


Capcom Releases New 
Street Fighter Il Upgrade 
Capcom has made available to arcade 

operators a new Turbo ROM Kit to up- 
grade the Street Fighter Il: Championship 
Edition machines. 

The new Turbo Street Fighter I! fea- 
tures 15% faster play, new powers for 
Chun-Li and Balrog and a slightly-easier- 
to-defeat M. Bison. 
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Beltewe it or not, 


An tnferorew with 


Scorv Bayless, COD Sevelopver as Sega. 


the brains behind Sega CD 


What are the technical advantages of Sega CD? 
Basically, it offers massive storage, which means we can now use real video action. A 16-bit cartridge could only hold a few 


seconds of motion video. But the CD holds over 500 megabytes, so you can now play for hours, interacting with real video. 


don’t wear pockKet- 


So the games will be more realistic? 
Yeah, way more realistic. We have a second processor and a special graphics chip, so our zooming, scaling, and rotation is 


incredible. And we use a lot of real-life video you can actually interact with. Characters will speak to you and harass you. 


Protectors or giasses 


What do you mean ‘‘interact’’? 
For example, there’s a game called ‘Night Trap,” that uses all real-life footage with real actors, and you control the action. 
You have to rescue girls from a house full of ghouls by operating a surveillance system, and trapping them in different 


rooms. It’s like controlling the plot and the action of a real movie, from start to finish. It’s pretty wild. 


heid together with tape. 


Do you have a personal favorite CD game? 
Yeah. | like the INXS music video game, where you can re-edit their videos with different special effects and graphics. 
The sound on all the CD’s is pretty amazing; it’s just as good as an audio component. Plus we're using a lot of original music. 


When you hook it up to your sound system, it’s like playing in a whole new realm. It’s really amazing. You forget where you are. 


(Those guys work at Nintendo.) 
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Tips are graded on a scale 
of one to five joysticks. The 
more joysticks that are col- 
ored in, the more valuable the 
hint is. 

Blow the dust off those old 
games, and try out some of 
our new hints! If you have 
some great hints and tips for 
us, just put them on a piece 
of paper, and send them to: 
VG&CE, 9171 Wilshire Bivd., 
Suite 300, Beverly Hills, CA 
90210, ATTN: Easter Egg 
Hunt. The author of each new 
tip we use will receive $10. 
Write neatly and be sure to 
include your name and com- 
plete address! 


The search for hot tips and 
codes continues! Look for 


powerful cheats and tricks 
for Spider-Man, Thunder 
Spirits, FaceBall 2000, Jackie 
Chan’s Action Kung Fu and 


many others in this month’s 
Easter Egg Hunt. Check out 
our new Game Genie codes, 
too—we’‘ve got previously 
unpublished codes for both 
the NES and Genesis Game 
Genies directly from Galoob, 
exclusive to VG&CE. 





Spider-Man 


(SEGA FOR THE GENESIS) 


SPINES” 


oe eve: fee pa ae 2 ae 
sales If you have two controllers for your Genesis, we've got a great “cheat” code for the 
HEB CARTRIDGES: web-slinger’s first 16-bit adventure. Go to the “options” screen and leave Spidey next to 


the word “Level.” Press and hold the START button on controller two, then press and 
hold the A, B and C buttons on controller one. While holding those buttons down, point 
the control pad of controller one up and then diagonally to the upper right position. 

If you've done the trick correctly, the difficulty level should have three exclamation 
points (///) next to it. Once this code is in place, you'll be able to cheat at any time just by 
pausing the game with the START button. While the game is paused, press A to refill your 
web-shooter, B to refill your life meter, C for five seconds of invincibility or press all three 
buttons at the same time to warp to the next level. 

A special thanks to San Francisco’s mysterious Burt Ster for submitting this valuable 
Easter egg. 





Space Harrier 


(SEGA FOR THE GAME GEAR) 
Been. 


eae ic 





Mike Spencer of Green Bay, Wis- 
consin, wrote in to tell us how to 
change the difficulty level of this Game 
Gear classic. Hold down the 1 button 
while turning on the Game Gear and 
you'll see the word “HARD” flash on 
the screen as the Sega logo fades. 
Similarly, hold- 
ing the 2 button 
during power- 
up gives you an 
“EASY” mode. 
Thanks, Mike. 


Galahad 


(ELECTRONIC ARTS FOR THE GENESIS) 
pe Sa tah ad 


(eee Cay i cay 





VG&CE’s own drinkin’-buddy game reviewer, Zach 
Meston, told us about this password for Electronic Arts’ 
new hack-’n-slash Genesis title. Enter LTUS to start at 
World One with infinite lives. 

Zach reports that the code also works on the Amiga 
version of this Psygnosis original, which appeared 
under the name Leander on that platform. 
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Get ready for the -h I 
major leagues. Feel the heat of Roger“The R 
Clemens with realistic over-the-shoulder fieldin 
and interactive close-up-plays. Get ready to 
rumble as George Foreman-and show-the world the 
power of a Big George Super Punch! Take it to the 
with 27 NBA® All-Stars in the-most-intense one-on-o 
action! Tackle Super High Impact forall the bone= 
football excitement of the arcade smash!——- = 
~ When you're tired of watching from the sidelines 
its time-to Play with-the-Pros!, = === 


brights reserved:;Georg 


ROGER CLEMENS’ MVP BASEBALL” j id Acclaim? are trad acclaim dle einmen SUPER HIGH IMPACT 
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Thunder Spirits 


(SEIKA FOR THE SuPER NES) 


a ee 


Our contacts have discovered a way to earn up to 99 continues 
in this blazing SNES shoot-’em-up. All you have to do is press the 
B button rapidly while the words “Push Start” are flashing on the 
title screen. Sounds easy, right? 


: Well, there’s a catch. In order to rack 
THUNDER 


up the credits, you must hammer on 
| that B button at an incredibly fast rate. 
eS | 


| Even the most hyperactive gamers will 
only be able to get two or three credits 
logged during the title sequence. You'll 
hear a laserlike sound each time an ad- 
ditional credit is registered. 

The good news is that you can re- 
peat the trick each time the demo re- 
§ turns to the title screen, and the cred- 
its will continue to add up. Try to 
count the signals as you hear them, 
because the counter will reset if you 
go over 99 credits. Of course, if you 
have a control pad with rapid-fire (like 
STD Entertainment’s SN ProPad or 
§ ASCII’s asciiPad), you'll have no prob- 
} lem accumulating the extra continues. 


1990 “1991 TOSHIBA 


shnos 
Licensed by Ninte ndo 








Jackie Chan's 
ction Kung Fu 


(TTI For THE TuRBOGRAFX-16/TuRBO Duo) 








Here’s a trick that will allow you to start at 
any of Jackie Chan's five stages. At the title 
screen, press Up, Down, Left, Right and Il. You 
should hear a chime if you have done it correct- 
ly—if you don’t hear 
the chime, do it | 
again. After you hear } 
the chime, hold 
down the SELECT | 
button while you 
press and hold RUN. 
A stage-select menu 
will appear. 





This all new LINKS 386 Pro version of our award-winning 
LINKS golf game offers many dramatic improvements that 
make playing LINKS 386 Pro more enjoyable — and gives you 
exciting new golfing possibilities! 


Super VGA Graphics and 386 Power! 

The new LINKS 386 Pro, featuring Harbour Town Golf Links, is 
the first golf game specifically designed for the graphic capabilties 
and computing power of your personal 386/486 computer system. 
SUPER VGA 256-color graphics at 640x400 resolution display 
breathtaking views of LINKS Championship Courses. Your friends 
won't believe that your computer looks so good! 


A lot of listening went into LINKS 386 Pro. 

Many of the new features and improvements were added in 
response to direct requests from LINKS users like you! An 
exciting new feature is our Unique Computer Opponent. Play a 
round of golf and save your game. The new LINKS 386 Pro 
recorded every shot you made. Send your game off to your buddy 
and he can play against you right on the screen, shot for shot, as if 
you were right there next to him! We've also included pre-recorded 
games from worthy opponents, statistics, a variety of game play 
modes and much, much more. 


Over 345 combinations of Viewing Windows. 


Texturing of 
fairways, rough, 
sand, and other 
surfaces adds an 
extra level of 
realism, 


Male and female 
golfers. 





You can use any 
of the 7 existing 
LINKS courses or 
upgrade your 
favorite course to 
the Super VGA 
version. 


With the new LINKS 386 Pro you're not stuck with just one standard viewing window. With a few 


clicks of your mouse you can split the screen giving you a real-time reverse view of your shot to 


ZZACCESS 


SOFTWARE INCORPORATED 


4910 W. Amelia Earhart Dr.e SLC, UT 84116 
(801)801-359-2900* FAX (801)596-9128 


flight of your ball. Scorecard, club distance chart, 


to display what you want to view while playing and 
you can change your viewing setup at anytime! 


AAHBOUR TOWN 
BEAU 


the green or add a scaleable top-view that displays the 


@ fae 


Hole: 4 Part 4 Shots: 
Ballte Pin: 46 YO. 


[Menu] pop 


Schp elser! | 
e@Putt eiser, 


terrain profile and other panels give you the flexibility c ae 





*Actual Links 386 Pro Super VGA Screens 





































Dragon's Fury _ GAME GENIE CODES 
(TENGEN FOR THE GENESIS) Bulls VS. Lakers and tia 


2£2,9.9,2 NBA Playoffs 


You can change the background 
music in this supernatural pinball 


: ‘ (ELECTRONIC ARTS FOR THE GENESIS) 
simulator by entering OMAKE- 


ae dit Mee) 


BGM01 as your password. Please on 

note that the first character is a Only for use with Galoob’s Genesis-compatible Game Genie Video Game 
capital letter O and the next-to-last Enhancer. — 

character is the number zero. Five Note: In order to get 

different “alternate” tunes are these codes to work, 

available; just change the last char- you must also enter the 

acter of the password to any num- Master Code as shown. 


R18A-8608—MAS- 
TER CODE—MUST BE 
ENTERED 

REJA-A6TN—Infi- 
nite time-outs for both 
teams 

SFBT-DTZR—Team 
2's baskets worth four 
points 

BFOT-AAAT—AII 


3 ay free throws worth nine 
34 SbIBXBABCD H 5 
LanopersTtov points 
OarKesseuy 


ber from zero to four. 


PLERSE ENTER PASSWORD 
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The Experience Continues... 
The challenge doesn't end with Harbour Town, You can play each 
of the original LINKS Championship Courses (sold separately) 
with LINKS 386 Pro. Seven internationally-acclaimed golf courses 
on your desktop! Torrey Pines, Firestone South Course, Bay Hill 
Club, Pinehurst #2, Troon North, Dorado Beach, and Barton Creek 
with additional courses being released as fast as they are completed. 


Improved swing 

indicator to allow 
for more accurate 
putting. 


If you're a LINKS owner, you can purchase LINKS 386 Pro ata 
special introductory price. Call us today for more information. 


1-800-800-4880 


Real-time split Call toll-free, 24-hours a day, Mon-Sat in the U.S. 
screen views of and Canada or visit your local software dealer: 
your shot. Great for 


PE is What Reviewers Are Saying about LINKS 386 Pro: 





the green. 


<a Strategy Plus: 
ake So “..with LINKS 386 Pro, Access has not so much pushed back the ‘envelope’ as redefined the term 
oan ‘simulation.’ Right from the opening screen it’s clear that something special is happening here.” 


New Features for Links 386 Pro! “represents a new generation of computer game. Just play it and love it.” 


*Seven different viewing windows, with over 345 different combinations. PC Entertainment: 


Improved club selection feature. * Wide, panoramic views giving you a “ for sheer, unadulterated realism, no golf simulation equals the performance of LINKS 386 Pro.” 
better feel for the course. * Statistics recorded for each player, game and : : : ; q 
course, with optional print out.* A “Saved Shot” feature. * Scaleable “Top “‘...if you’re serious about golf simulations, treat yourself to LINKS 386 Pro. And if you don’t own 


View”. *“Profile View” which shows changes in elevation between the ball 4 386 to run it on, youi’ve finally got a real good reason to lay out the money for an upgrade.” 
and the pin. * All new sounds! Supports SoundBlaster, SoundBlaster Pro, “y y gora g ay y PS 


Adlib and other compatible sound cards & RealSound. * Improved swing Computer Gaming World: 


indicator for more realistic putting. * Male or female golfers, with 10 “os aie ; ste ait 3 ; ” 
different shirt colors to choose from. * Spectacular texturing of fairways, wef you have a fast 386 or 486, think of LINKS 386 Pro as a Ferrari or a Corvette. 
rough, sand, water not offered in other golf games. “the ground texturing is dramatically realistic.” 
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«ACTION SPORTS SOCCER 


ae 


Arcade-style action! European critics raved, and you will, 
too. Test your coordination—and your managerial skills— 
as you play for the European-championships. More than 
NAO Melos Ue fell] oS Mele Mi aval Ulo\cte MALY: Woltte fl @7- Wy \cerelel<y 
management and full simulation modes. Real life action: 
corner kicks, free kicks, trick shots. Much more! It’s the best 
game yet for the soccer buff—and a perfect way for the 
novice to learn the game. 


FOR NEW EXCITEMENT TH 


m™ ',\(e 





ey Sy Ny ay 


HERE'S THE |-= PITCH 








Ulat-Matny(Simel ale inte Me]k-tel = Take Melllmelitolfecs Mitel tte let -moy-4 
teams, past and present. With multimedia, digitized sound, 
O56 case 3-D VGA Graphics. You control the players and 
all the action. More stats than ever! Plus: programmable | 
computer manager, detailed Stadium Graphics. You can 
set up your schedule...“Quickplay” a season in minutes. ! 
Print out complete post-game summaries...much more! 
eV LONNnt-1al BI aren Zell (el )(-M by-1efel cel WM oll] colafok=) 








| =, ee ee 


[a nadie 
oo 


5 





Coach your own team, using real NFL players. 28 current 
teams, plus all-time greats! As close as you can get fo the 
real thing: all the stats, real action, real strategy. 3D VGA 
Graphics. Digitized Video and Sound. Quickplay Option 
rolmehelolul-MelmelaK-iaiiewsctekveral that playoffs!).You can 


rogram different coaching profiles. Print out postgame 
ox scores and summaries. Input new stats. And more! 
Free GM/Owner disk. See box at right. 


Phe NAME @ aoe 


my .X 





EGG HeuN T 


$10 COUPON 
Seen a | COMING 


‘ S' 
t 

buy any MicroLeague game a EXCITING NEW 
...most major GAMES 
Software Retailers. FROM 
Send proof of purchase to Microleague . 
We'll send you your $10 coupon. MICROLEAGUE | 
Officially Licensed by the National Officially Licensed by the Major 
Football League Players Association. 
HALARUUTBANY Qe 


Ma 4 ] NVICROLEA a3" 


FREE WITH MICROLEAGUE FOOTBALL2 
FREE GM/Owner disk ($29.95 value). Input stats, make 
trades between teams, even between eras. Wheel and deal. 
Season disks available, too. (Separate purchase.) Coming 
soon: Auxiliary Disk to convert pro gome into college 
game...featuring the great college bowls! 





‘AION ULABE QASE HALL PLAYERS 


Mie 















League Baseball Players Association. 
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The Aliens are fast 
spit acid... 





He’s back, she’s 
back and it’s back!!! 
And they’re hunting 


2 —_—— for you in these hot 
is are awarrior sent back to new sci-fi video 


from the future... oroteet John Connor 
from the 7-1000. game blockbusters. 


T2°: THE ARCADE 
GAME” explodes 
with all the incred- 
ible action of the 
arcade smash! 
ALIEN 3” pits you 
against deadly face 
huggers and acid- 
Spitting aliens. 
PREDATOR 2° is 
the final showdown 
between the inter- 


galactic stalker and 
L.A.’s finest. 


So get the good, 
the bad and the 
ugly... before they 
get you!!! 


LTD. 


_ ) 
Guess who'sin' ©» Rescue hostages 
> town with afew before they end up AW) 

hours to kil! Prejitor trophies, ARENA 


ENTERTAINMENT™ 


JEN 3 TM & © 1992 Twentieth Century Fox Film 


endo Ente 
Mtl one ete rege aemars of Nhe endo of 
America Inc. Arena Entertainment™ is a trademark of ane 
Entertainment. © TF Arena Entertainment. All Right: 
Reserved. LUN® and The Arcade Game™ are trademarks 
of LUN, Ltd. © 1992 UN, Ltd. All Rights Reserved. 
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ELECTRONIC ARTS 
For the Sega Genesis 


KEMCO 
For the Super NES 


AVAILABLE: NOVEMBER 792 AVAILABLE: MOVEMBER (OD 








+ 


ciel in 
Te 48550" 7 








awer Shark 
SONY IMAGESOFT 
For the Genesis with Sega CD 


AVAILABLE: NOVEMBER ’?92 
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VAN MES... 


IS VAWAL oF 


ANE CEST", 


“VERY EIT: + SORT oF AAT « Nov VERY Ar 
«VERY STNG  SokT OF STRONG « NOT VERY RONG 
«Not VERY SMART « Not VERY SMART + Mol VERY SMART 


& yi: : Vy Zi GAMETEK 
: eat Merlin (x : Humans is a trademark of Gametek, Inc. 
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MORE FUN THAN ROLLIN 


What could be more fun than rolling Homer in the snow? Well, nothing... 
but these outrageous Simpsons” video games are really close. 







It’s an avalanche of Simpsons” hits on every video game system! More action, 
excitement and fun than Bart, Ho-Ho-Homer, and Krusty can shake a candy 

cane at. Naughty or nice, let everyone know you want The Simpsons” 
video games... otherwise you'll get socks and underwear! 









(PSST, if you want to check out these games early... 
your parents hid the presents in the attic...again.) 












ant 
BART VS. S 
THE SPACE MUTANTS FOR GAME BOY! 
ON NES”. GENESIS” - 









Ena ee > 
JOUSTING JUST ENTERED 
THE ATOMIC AGE! 








wy, 












FEATURING THEWHOLE SAVETHEEARTA WITH 
SIMPSONS” GANG! YOUR HANDY SLINGSHOT ESCAPE FROM 
CAMP DEADLY 
FOR GAME BOY! 


BART'S 
NIGHTMARE 
FOR SNES"! 





BARTMAN MEETS 
RADIOACTIVE MAN 
ON NES”! 








BART VS. cscs 
THE WORLD 
ON NES*! 


GREAT BALLS OF FIRE! 


AP MASTER” BART SNAKES ARE WORSE THAN KRUSTY'S FUN HOUSE 


SOCKS IT 10 THE THE #@* I rs i a z 
eter ae ON NES", SNES”. GAME BOY° AND GENESIS”! eal 


= we 


IT'S FIST AGAINST CLAW 
IN DR. GRAB’S LAIR! 








G HOMER IN THE SNOW! 


* AACiaim ee 


EDGE 
entertainment, inc. 


A Division of Acdaim Entertainment, Inc. 


The Simpsons TM & © 1992 Twentieth Century Fox Film Corporation. All rights reserved. Nintendo®, Super Nintendo Entertainment 
System®, Nintendo Entertainment System®, Game Boy® and the official seals are registered trademarks of Nintendo of America Inc. 
Sega, Genesis and Game Gear are trademarks of Sega Enterprises Ltd. Acclaim® and Flying Edge™ are trademarks of Acclaim 
Entertainment, Inc. © 1992 Acclaim Entertainment, Inc. All rights reserved. 
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Mick & Mack as 
the Global 


Gladiators 


VIRGIN 
For the Sega Genesis ($59.99) 


sounpmusic [i] 


GRAPHICS 





PLAYABILITY 


| OVERALL 


Virgin has worked with McDon- 
| ald’s on a video game before Global 
Gladiators (we'll go by the short 
| name to keep this review to two 
| pages), the NES M.C. Kids. Like 
| Global Gladiators, it features Mick 
and Mack in a scrolling arcade game 
with lots of running and jumping 
action. : 
That’s where comparisons end. 
Global Gladiators on the Genesis is 
a beautifully crafted game, filled with 
| tons of animation, colorful graphics 
| and hilarious sound effects. It’s also a 
game of the times, featuring a strong 
| environmental theme. “That's fine,” 
| you're saying, “as long as it’s fun.” 
Trust me, it’s very fun. 

The story involves Mick and Mack 
| visiting their local McD’s, when they 
fall into a comic book containing 
heroes named the Global Gladiators. 
The kids become the Global Gladia- 
tors, and their mission is to rid four 
worlds (Slimeworld, the Forest, Toxi- 
| town and the Arctic) of polluting foes. 

Global Gladiators is a one-player 

game, so at the start you pick which 
| character you want. It looks like they 
have grown up since their NES 
adventure, and, thanks to the Gene- 
sis, their movements are cleaner and 
more articulate. Each of the heroes is 
equipped with a powerful “goo- 
shooter” that squirts a lethal liquid, 
which will serve to dispatch the 
game’s many enemies. 
For instance, Slimeworld is a land 
filled with sludge ponds, slime-spew- 
ing machines and gooey, green foes. 
Toxitown is the most intricate area, 
featuring a tangle of steel girders 
guarded by can-throwing trash cans, 
jackhammers and choking smoke 


\ 
it 





q 


| 


© 





ie* 


clouds, among others. The journey 
ends by battling an abomination of a 
snow creature with an evil laugh. 

All levels (each of the four worlds 
has three levels, for a total of 12) are 
fairly linear, moving from left to right. 
How you get to the exit, however, is 
up to you, as there is a variety of 
loosely formed paths you can take. As 
a side goal, you'll traverse every 
square inch of each level in search of 
“arches”—as in “McDonald's arches.” 
There are 100 of these little icons 
spread throughout each level, and, if 
you get 75 of them, you'll go to a 
bonus round when you complete the 
level. Often, these arches (as well as 


1-ups, health-boosting hearts and 


alarm clocks that add to the timer) can 
be found behind objects or above the 
playfield. Invisible platforms and 
obscured sections can be very difficult 
to find. 

The bonus round is a recycling 
game, where cans, bottles and news- 
papers fall from the sky. They must 
be picked up before coming to rest 
and then placed in their proper recep- 








g 


wous os, 
THE CLOGAL 





















tacles. It’s another opportunity to get 
bonuses—or a conk on the head by 
an anvil. 

Global Gladiators is my kind of 
game, one that you can turn on and 
immediately enjoy. The sound is 
incredible, like the opening song, 
which is a mixture of the game’s 
music, cartoonlike sound effects and 
voice prompts blended into a synco- 
pated hip-hop. Heck, just powering up 








is hysterical: At the Virgin logo, the 
developers parody Sonic's sing-songy 
“Se-ga!” with a monotonous group 
intoning “Vir-gin.” 

Above all, Global Gladiators is 
packed with personality and detail. If 
you let your character stand idle, he'll 
twirl his gun and play with his gum. 
Virgin boasts that Global Gladiators 
contains over 1,200 frames of anima- 
tion to create its characters’ smooth 
motion—and it’s no surprise. 

Complaints? Okay, the game is 
somewhat easy, but not so much so 
that you'll feel your money is wasted. 
You'll no doubt play it again just to 
find all 100 arches on each level. Also, 
quick movements—and the game is 
fast!—sometimes jerk the screen 
around uncomfortably. Finally, during 
scenes of heavy action, the music can 
noticeably change tempo, a sign of 
processor overload. Keep in mind that 
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these are minor prob- 
lems, but they do keep 
the game from rating 
perfect 10s. Word has it 
that the SNES version 
will really be hot, but 
we'll have to wait until 
spring for it to appear. 
This holiday season, 
Global Gladiators will 
undoubtedly give Sonic 
2arun for the money for 
play value and sheer 
comedic impact. As well, 
Virgin is donating a por- 
tion of the profits from 
each cartridge to Ronald McDonald 
House, residences around the country 
where McDonald's lets young cancer 
patients and their families reside dur- 
ing treatment. Great fun for a good 
cause. What more could you ask for? 
—Andy Eddy 
Virgin Games 
18061 Fitch, Suite C 
Irvine, CA 92714 
(714) 833-8710 
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Chris wanted other weapons and bosses, 
but didn’t think it could otherwise be 
improved much. Mike called it the most 
unusual use of a license he’s seen. 
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At Sony Imagesoft, we're 
revolutionizing the video gaming 
world with a totally unreal lineup of 
games for the Sega-CD. We're the 
first to put the power of music 
video creation in your hands with 
two music video games featuring 
smash music artists Kris Kross 
and C+ Music Factory. They'll 
blow you away with incredible CD 


sound, digitized live-action music 


IMAGESOFT, _ 








We've also taken Gxuck Rock and 
our own movie-based Hook and 
powered them up for the Sega-CD. 
With nine more levels than our 16- 


bit version, plus incredible new 





video clips and the awesome 
power to direct, edit and produce 
your own music videos. 





SEWER SHARK, our action-shooter, 
takes you to a new realm of game 
play. Digital video of live actors and 
CD sound put you in the cockpit of 
this flight simulation shooter. Set in 
rat-infested sewers following a 
nuclear holocaust, you'll team up 
with ace sewer-jockey Ghost to 
transport supplies to human 
outposts. Your mission’s clear: 
deliver the goods and fry the rats. 
Miss a turn and you're history. But 


make it all the way... and you're in 


animation, Chuck Rock is 
definitely gonna kick butt and take 
names. And Hoox for the Sega-CD, 
which features digitized scenes 
from the movie, never-before- 
seen computer graphics of Hook’s 
ship, and CD-quality audio from 
the film soundtrack, takes our 
critically acclaimed 16-bit game to 


the next level. So if you're looking 


+0 Music Factory music video game, Kris Kross music video game, Sewer Shark, Hook and Chuck Rock are distributed by Sony Imagesoft Inc., 9200 Sunset Boulevard, Sulte 820, 
Los Angeles, CA 90069 Sony imagesoft and Imagesoft are trademarks of Sony Imagesoft Inc. C+C Music Factory appears courtesy of Columbia Records, Inc. © 1990 CBS Records 
In¢® 1990 GBS Records Inc. Kris Kross appears courtesy of Sony Music Entertainment Inc, © 1992 Sony Music Entertainment Inc® 1992 Sony Music Entertainment Inc. Sewer 

ark™ is a trademark of Hasbro, inc. Hook © 1991 TriStar Pictures, Inc. All rights reserved. Hook™ and associated character names are trademarks of TriStar Pictures, Inc. Chuck 
Rock isa trademark of Core Design Limited. © 1992 Gore Design Limited Sega and Sega-CD are trademarks of Sega of America, Inc. 
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Solar City, maxin’ out to beaches, 


babes and awesome rays. 








for a totally new, totally unreal 
video game experience, you 
found it. From Sony Imagesoft. 


IT’S A WHOLE NEW GAME. 


SEGA EB 


LICENSED BY SEGA OF AMERICA, INC, 
FOR PLAY ON THE SEGA-CD™ SYSTEM. 








UNREAL ACTION 
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SUNSOFT 
For the Super NES ($59.99) 


[123 4 5 6 7129 10) 
[12345 67 8 9 bh 
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As a longtime Chuck Jones fanatic, 
| have a confession to make: When | 
first heard that Sunsoft’s Death Valley 
Rally had players assuming the role of 
the Road Runner and not Wile E. Coy- 
ote, | saw disaster looming ahead as 
inexorably as an ACME catapult 
unhinged from its moorings. After all, 
the whole point of the Road Runner 
cartoons is that viewers are supposed 
to identify with the coyote—the bird is 
a cipher, a mere excuse for Wile E. to 
display his touching ineptitude. It was 
a pleasant surprise, then, to discover 
that Death Valley Rally, though far 
from perfect, conveys the spirit of 
Jones’ master creation far more faith- 
fully than | ever would have thought 
possible for a video game. 

This cart, in fact, plays exactly like a 
classic Warner Bros. Road Runner car- 
toon—l’m not just talking about the 
vibrant colors or the fluid animation, 
but the fact that the Road Runner and 
the Coyote look, act and move as if 
they were plucked from the middle 
reel of a Road Runner film festival. 
The first stage alone contains details 
that appear to have been rotoscoped 
from actual 1950s cels—Wile E., for 
example, skimming along gracefully in 
his green Batsuit or chucking dyna- 
mite-loaded paper planes from an 
ACME balloon. Whenever you clear a 
substage, you get to see Wile E.’s lat- 
est contraption blow up in his face, 
followed by the occasional endless 
plummet off the inevitable 
cliff. The sound effects 
(though not the music) are 
dead on; Sunsoft even lets 





SREY ROGG oe 


44 ¢ DECEMBER 1992 


| at eo 


GAME RE V 


you “beep-beep” or “thup-thup” at 
will using the L or R buttons. 

So what's the bad news? Well, this 
Road Runner is one hard chicken to 
tame—probably the fastest character 
yet to appear in a Super NES game: 
He skids, slides and leaps about seem- 
ingly at his own volition (imagine an 
action game set entirely in the “ice” 
stage and you'll have some idea how 
tough he is to control). Also, like 
another Warner Bros. license, Taz- 
Mania, there’s lots and lots of plat- 
form-jumping in Death Valley Rally, 
obviously a concession to the 
expectations of the video- 
gaming audience, but mildly 
disappointing when you con- 
sider the originality of the 
source material. | mean, 
ledges and mesas | can 
understand, but when was the 
last time you saw a cartoon 
where the Road Runner hops 
on a moving platform in }@ 
midair? Add to this the fact [, 
that the Coyote tangles you |, 
up at regular intervals (you 
can’t get rid of him until the 
end of the stage) and that 
“continues” are harder to buy 
than ACME devices with legit- 
imate warranties, and you 
have a cart that’s just a bit 
more challenging than it 
absolutely has to be. 

So, that’s the verdict on 
Death Valley Rally—looks 
great, respectful to (no, wor- 
shipful of) the original, but 
not quite as much fun to play 
as you might have hoped. 
But, hey, you can always go 
rent the cartoons. 

—Bob Strauss 
Sunsoft 
11165 Knott Ave. 
Cypress, CA 90630 
(714) 891-4500 


€ 


OO0GE87O 
















Ew Ss 














EDITORS’ 
PAN 


CORNER 


DM 
MD 


Dave and Andy both mentioned the diffi- 
culty of control, but Mike spoke for every- 
one when he said that Death Valley Rally 
captured the essence of the cartoon. 
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If you had a blast with Rampart™ in the arcade, you'll be rocked by the new Rampart for the 
Super NES. Because you get the original balls-to-the-walls hit plus new Super Rampart with more 
destructive firepower, intense strategy and explosive action. 





Straight out of the arcade, Two player action means Super Rampart gives you Propaganda 
you get all the original action that someone's going to walk the plank Balloons, Super Cannons and 15 huge, 
made Rampart a smash hit. when all the smoke clears. scrolling 3-D battlefields, 


With two-player Super Rampart, you'll do more than blow your friends to bits, Devastate your 
opponent's castle with fiery cannonballs from your Super Cannons, Send in ground troops to scale his 
walls, Then scramble to rearm and rebuild your splintered stronghold with more elaborate stone pieces. 

Single-player Super Rampart is just as destructive, Protect your fortress from an armada of menacing 
ships, fend off storming ground troops and use Propaganda Balloons to incite mutiny on enemy ships. 
All in an attempt to massacre your ultimate foes: ruthless enemy bosses. Surviving a level lets you 
challenge the bonus round to rack up big points as you prepare for 
the next storm of cannonballs. ‘ 

To get original Rampart and Super Rampart all in one 
Super NES cartridge, see your retailer ot 
or call 1 (800) 245-4595, ELECTRONIC ARTS: 
IDO TOK TFS SA. WHEN RNG GES AND ACCS T NUE CD Fyav nc soc YRS re 


z dee BEFORE CALLING. HOTLINE REQUIRES TOUCH: TONE TELEPHONE 
PLETE COMPATIBILITY WITH YOUR SUPER NINTENDO ENTERTAINMENT SYSTEM. Mess SUBECT TO CHANGE WITHOUT NOTICE. NINTENDOS 


NINTENDO ENTERTANMENT ® SupeR NES™ AND 
Ni ¥ ANE 
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SNK 
For the Neo*Geo (N/A) 
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O.K., | give up! The Street Fighter II 
clones just keep on coming, so | might 
as well just grin and bear it. As 
uncomfortable as | am with the fact 
that this is the third street fighting 
game to be released this year for the 
NeoGeo alone, | must admit that it’s 
probably the best of the three, and 
perhaps qualifies as one of the finest 
examples of this incredibly popular 
genre. And it had better be, ‘cause the 
game tips the scales at a whopping 
106 meg and—though a suggested 
retail price had not yet been estab- 
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ever to appear in a video game. 

Another innovative feature is the 
“attack” meter that appears beneath 
each player’s health meter. This 
energy bar shrinks each time you per- 
form a special attack, and you can 
actually taunt your opponent to 
reduce his or her attack power 
through intimidation. 

Like the characters in Street Fighter 
Il, the cast of Art of Fighting treads the 
line between realism 
and comic-book exag- 
geration. Ryo is the 
token martial arts mas- 
ter; Jack is a potbellied 
hulk in jackboots; and 
Robert is a Steven Sea- 
gal look-alike who rides 
from one battle to the 
next in a sleek, red Tes- 
tarossa. Then there’s 
King, who—like Satur- 
day Night Live's Pat—is 
sure to spark a lively 
debate about whether 
he or she is male or 
female. There is evi- 
dence to determine the 
gender of this dis- 
turbingly androgynous 
fighter, and, if you 
spend enough time 
“4 playing the game, you 








lished at press time—it’s expected to 
sell for about $250! 

For the uninitiated, Art of Fighting 
is a One- or two-player game in which 
the object is to beat up your opponent 
in a series of one-on-one, best-of-three 
matches. There are no rules; you sim- 
ply exploit the skills of your fighter to 
inflict pain on the other person, taking 
advantage of any special powers or 
weaknesses the characters may 
exhibit. The game includes plenty of 
“hidden” specialty moves to be dis- 
covered by accident and passed along 
in whispers from one arcade gamer to 
the next; this underground network of 
Easter eggs and strategies is the key 
factor upon which the entire Street 
Fighter Il phenomenon is based. 

Fortunately, Art of Fighting is 
unique enough to stand out from the 
crowd without alienating the audience 
that spawned it. The most obvious dif- 
ference is the system scaling, which 
“zooms in” on the combatants when 
they're close to each other. The 
“zoom” view results in huge on- 
screen characters—the taller ones, like 
Mickey and Jack, are perhaps the 
largest player-controlled characters 





will eventually witness a revealing clue. 

It’s hard to knock a game like Art of 
Fighting for its lack of originality—hey, 
even Street Fighter and its unstop- 
pable sequel were not much more 
than high-octane interpretations of the 
original head-to-head fighting game, 
Karate Champ. \'d advise SNK to jump 
off of the Street Fighter bandwagon 
soon, though, and start working on 
Original titles that can plug the gaps in 
its conspicuously single-minded soft- 
ware library. 

—Chris Bieniek 

SNK Home Entertainment Inc. 
20603 Earl St. 
Torrance, CA 90503 
(310) 371-8555 
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Chris, Mike and Andy agreed that AOF is 
a game the shows the potential of the 
NeoeGeo, while Dave thought that it was 
a disappointment after World Heroes. 
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Get Tengen’s great hits for your 






















your hands sweat and your heart 
Genesis” and you'll do more than pound as you fly the Army's most 


play. Everything's so real, you'll advanced attack helicopter on 
live the action and excitement! Pee : angerous combat missions! 


RBI"4 has such awesome anima- © ire away in RAMPART ° an 


tion, graphics, sound and realistic xplosive game of superb strategy, 
play, you'll experience every crack graphics and 
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Advanced combat flight 
simulator with 360° 
polygon graphics. 













uy the full line of Tengen hits at Toys“R” Us, 
om ay-Bee Toys, Target, Babbage’s, Electronics 
PaRaaE NTE : soutique, Software Etc. and other fine retailers! 


Or call to order. 
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PAPERBOY: TM and ©1984 Atari Games Corp. Licensed to Tenet Ine. 
All-new Cha hics — I 5 ©1991 Tengen, Inc. All rights reserved. RBI: TM and ©1987 Atari Games 
with action on both a @ rnc Corp.; licensed to Tengen, Inc. ©1991 Tengen, Inc. All rights reserved. 
sides of the street! Séaa s RAMPART, STEEL TALONS: TM Atari Games Corp.; licensed to Tengen, 
‘= . = Inc. ©1992 Tengen, Inc. All rights reserved. Sega, Genesis and Game 
Coming Jan. '93! : eit Gear are trademarks of Sega Enterprises, Ltd. 
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Exile 


WORKING DESIGNS 
For the TurboGrafx-16 ($54.99) 
TurboGrafx-CD required 
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GRAPHICS 
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OVERALL 

Exile, a new CD-ROM game for the 
TurboGrafx-16, mixes role-playing 
segments with a healthy dose of 
action sequences, yielding a game 
that'll probably please a wide audi- 
ence. While this mix of genres isn’t 
exactly new (the Ys games, for exam- 
ple, use the same formula), it does 
help keep the game from getting 
‘bogged down in the role-playing ele- 
ments, which tend to bore action- 
game fans. 

Like most role-playing games 
(RPGs), in Exile you take on the role of 
a specific character, in this case a 
fighter named Sadler. Sadler was best 
known for overthrowing the Cerjeuk 
Dynasty, which had been 
holding the world violently 
captive to its religious 
beliefs. But, even now, 
with the Cerjeuk Dynasty 
felled, religious intolerance 
tears apart the land. Sadler 
is again charged with 
bringing back the peace. 

As Sadler makes his 
way from scene to scene, 
he'll need to talk with 
townspeople, discover 
clues, fight monsters and 
buy supplies. Shops in the 
towns offer various items 
for sale, including all types 
of swords and armor, as 
well as healing tonics and 
magic-restoration tonics. 
Obviously, exploration is 
important so that you are 
sure that Sadler has talked 
with everyone and has vis- 
ited all the shops. 

In the wilds, Sadler must defend 
himself as best he can from his not- 
inconsiderable enemies. The better his 
weapons and armor, the better his 
chances against his foes. In typical 
RPG fashion, as he destroys monsters, 
his experience increases, bringing 
with it increases in level, which give 
Sadler more fighting power and hit 
points. Also, throughout the action 
scenes, Sadler will discover treasure 
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chests containing items from healing 
tonics to caches of gold. 

With all this fighting, you’d be right 
in inferring that staying alive can 
sometimes be a problem. Luckily, Exile 
provides a nonpassword game-save 
mechanism. (I’m a card-carrying mem- 
ber of the OAPVG, the Organization for 
the Abolition of Passwords in Video 
Games.) However, taking its cue from 
action-oriented games, you can save 








an Exile game only at spe- 
cific points in the adven- 
ture, which requires you to 
start the most recent scene 
from the beginning, should 
you die. 

Everything is not all 
fighting and exploring, 
though. As you advance 
Sadler from scene to scene, 
you'll be treated to nonin- 
teractive story segments 
featuring graphic images, 
animations and profes- 
sional voice-overs, which 
help advance the plot and 
keep you aware of the 
unfolding story. Unfortu- 
nately, although the voice- 
overs are terrific, the 
accompanying graphics are a bit thin, 
with many static images that stay on 
the screen for long periods of time. 
There are a few animated sequences in 
these segments, but they tend to be 
simple and brief. 

Still, Exile looks to be as good an 
adventure as most of the current RPGs 
for the TG-16, with competent graph- 
ics and music. In addition, its simple 
puzzles make it a good introduction to 
the RPG genre, not forcing novice 
players to spend hours trying to find 
elusive clues or hidden items, as well 
as giving them simple action scenes to 
break up the exploring. Of course, if 
you're an experienced RPG player, 
you'll probably breeze right through 
this one. 

—Clayton Walnum 
Working Designs 
18135 Clear Creek Road 
Redding, CA 96001 
(916) 243-3417 
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What’s more fun than watching a cartoon? 
Starring in one! Bugs Bunny, Daffy Duck, The 
Tasmanian Devil and many other favorite Looney Tunes 
characters circle the world in a wild and totally looney 
adventure. You control a different character through 
six wild and wacky “mini-cartoons”—plus a blast of a 
bonus round-—it’s like playing seven different games in one! 
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- SUNSOFT*isa registered trademark of Sun Corporation of America. © 1992 Sun Corporation of America. LOONEY TUNES, 
characters, names, and alt related indicia are trademarks of Warner Bros. Inc. € 1992. Nintendo, Game Boy and the Official Seals 
are registered trademarks of Nintendo of America Inc. © 1992 Nintendo of America Inc. Not Actual Game Boy® Screen Shot. 
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Young Indiana Jones 
JALECO 


For the Nintendo Entertainment 
System (N/A) 
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With a name like Young Indiana 
Jones, it shouldn’t be hard to guess 
what this game is all about. The object 
is to try to spend at least three sea- 
sons on network television, battling 
time-slot competition from Evening 
Shade and the “Fresh” Prince so that 
you can advance to the lucrative Syn- 
dication Level and.... 

Alright, so much for cynicism. This 
inventive platform game from Jaleco 
actually puts you into Young Indy’s 
boots for a series of globe-spanning 
adventures connected by brief dra- 
matic scenes. Plotwise, the adventures 
are independent—the entire game 
doesn’t lead up to a confrontation with 
any ultimate enemy. 

The game play is basic: You run, 
crawl, ride, jump and use weapons. You 
begin with your trademark whip, but 
you'll quickly find 
grenades, pistols, 
rifles, dynamite, 
rocks and conve- 
niently situated } 
boulders that roll 
down over your 
enemies—you f 
name it. You can 
avoid some of the 
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baddies, but you'll 
have to contend 
with the majority 
of them, and, in 
some cases, you'll 
need a particular 
weapon to do 
it. Weapons and 
items are found 
scattered through- 
out the game in 
crates, some of 
which are hidden 
in buildings, caves 
and other out-of- 
the-way locations. 
You'll notice 
that li’l Indy has {ex : a ae 
an annoying tendency to die. A lot. 
That’s to be expected, since he goes 
up against a lot of firepower with little 
protection, but it’s a pretty unforgiving 
world out there. Most of the bosses 
are very tough, and you'll find more 
than one in each level. Finding a hat 
will allow you to absorb one hit, and 
the next hit will either eliminate your 
weapon (if you’re carrying one) or kill 
you. Fortunately, Jaleco’s been pretty 
generous with the extra lives and con- 
tinues—five of each, plus extra lives 
for collecting additional hats or for 
every 100 gold bars you find. 
a The game play 
is fast-paced and 





amusing. Each 
level has a distinct 
flavor 


4 graphic 
wa (Mexican deserts 
and caves, French 
and German bat- 
tlefields, etc.) and 
a tidbit of plot 


& 














background. The levels are further 
divided into sublevels, which present 
new subplots or mini-quests. And it 
hits a bull’s-eye for difficulty. It’s not 
so tough that | ever wanted to give up, 
but it was tough enough that | was 
constantly frustrated (particularly 
when trying to find a strategy to deal 
with each boss). This isn’t likely to be 
a game anyone’s going to solve the 
first day. The one aspect | didn’t find: 
Almost no secret or hidden areas, 
though some visible areas were tricky 
to access. 

Most of the game isn’t especially 
detailed from a graphic perspective, 
but there are some nice details—dra- 
matic lighting during some of the 
meanwhile scenes, occasional multi- 
level scrolling or scaling and so on. 
The music, however, didn’t change 
often enough for my tastes. 

Lots of original twists, a good sense 
of the frenetic, high-risk world of 
Young Indiana Jones and plenty of 
terrain to cover all add up to a very 
good, if standard, platform game. 
Now, if only they could have found a 
few Nazis to battle in the 1910s. 


—Josh Mandel 
Jaleco 
310 Era Drive 
Northbrook, IL 60062 
(708) 480-1811 
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Jimmy Connors Pro 


Tennis Tour 


UBI SOFT 
For the Super NES ($59.99) 
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Sure, his name is on the box and in 
the game, and there is even a nifty 
digitized picture of him showing his 
pearly whites on the title screen, but 
can the game live up to the name? 
Surely. 

Right off, let me say that the most 
important parts of a good tennis simu- 
lation are all here—it’s easy to control 
both your player and your shot place- 
ment, and both without having to 
spend a lot of time learning the con- 
trol mechanism. 

There are a lot of features to cover, 
so let’s get started. First off, a choice 
of either exhibition play, tour play, 
training or continuing a game is given. 
Exhibition play amounts to choosing 
one of six different surfaces (grass, 
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hard, clay, indoor, desert and Antarc- 
tica), a match length of one, three or 
five sets and the number of players. 

From zero to two players may par- 
ticipate, in both singles and doubles, 
in every possible combination of 
humans and computer opponents. If 
you are just looking for a quick game 
against a friend, this is the way to go. 
There are 16 players to choose from, 
with individual strengths and weak- 
nesses to set them apart from one 
another. 

The tour option puts you into the 
shoes of Jimmy, as you pick 12 tour- 
naments that you want to compete in 
from 27 available throughout the tour. 
The tour covers a year, and your goal 
is to advance Jimmy into position as 
the number-one player in the world. 
Three opponent skill levels allow you 
to adjust the difficulty of the tour as 
your own skills grow. 

The training mode allows you to 
practice your shots, as well as obtain 















help from any of the five trainers avail- 
able. Beginner, advanced, profes- 
sional, net play and service coaches 
offer their expert opinions on strategy 
and offer inside advice. 

A continue feature allows you to 
pick up where you left off when playing 
in the tour mode. A password (36 char- 
acters long!) given at the end of each 
month of the tour lets you save your 
hard work and progress for a later date. 

If you are new to the rules and 
ideas of tennis, you can use the thor- 
ough documentation to understand 
what's going on, and you can choose 
an “easy control” option that directs 
the computer to move your player into 
position, leaving you to simply press a 
button to make a shot. More advanced 
players will want to choose the “full 
control” option, which puts everything 
in the hands of the player. 

Just about any type of shot you 
would want to make is possible, and 
the game play is great. The graphics 
are excellent, from the twinkle in 
Jimmy’s eyes, down to the scaling of 
the ball’s shadow as it arcs across the 
net. Excellent sound effects and music 
also contribute. Whether you just want 
a quick couple of sets, or to go on a 
12-month tour in pursuit of that elu- 
sive number-one ranking, the action is 
fast and fun. If you are searching for 
great tennis action, look no further. 

—Brent Walker 
UBI Soft 
15 Atwood Ave. 
Sausalito, CA 94965 
(415) 332-8749 
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Chase H.Q. 


TTl 
For the TurboGrafx-16/ 
Turbo Duo ($44.99) 
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Chase H.Q.’s been showing up on a 
lot of handhelds; it’s already out for 
the Game Gear and Game Boy. This 
new version for the TG-16 is appar- 
ently its first go-round on one of the 
Big Boys, and it makes superb use of 
the TG-16’s capabilities. 

Chase H.OQ. refers to a special divi- 
sion of the New York City Police 
Department devoted to high-speed 
chases. (Are such chases even possi- 
ble in New York? The game sidesteps 
that question by having the chases 
take place in the ‘burbs and further 
away—outside the jurisdiction, one 


ple, to EA’s Road Rash, where you 
can actually use hills to your advan- 
tage. The controls of your Chase car 
are very sensitive, which is good, but 
you only have a choice between 
accelerating or braking; you can’t 
maintain a constant speed. You have 
two gears and limited “turbo” boosts 
for temporary bursts of extra speed, 
but straightaways are few and far 
between. 

The races are timed, and time 
seems to go very quickly when you're 
dodging traffic. Once you actually spot 
the suspect, you’re in hot pursuit; the 
timer’s extended to give you a better 
shot at battering the suspect's car into 
garbage. 

Chase H.Q. ranks with the best race 
games graphically: Everything scales 
smoothly, the road snakes realistically, 
sparks fly when you scrape along the 
tunnel walls and the “innocent 


bystander” cars are clearly driven by 
authentic New Yorkers (that is, they 
totally ignore the fact that your siren’s 








would guess, of the 
NYPD. Contrary to 
what the game may 
lead people to believe, 
there are no deserts or 
palm trees within hun- 
dreds—perhaps thou- 
sands—of miles of 
New York City.) 

The object of each 
of the five “chases,” 
then, is to drive like a 
maniac until you catch 
up with whichever 
suspect is hightailing 
it out of town, then 
ram his car until it catches fire and 
stops. Then, in an automated 
sequence, you place the suspect 
under arrest and proceed to your 
next assignment. 

The chases themselves are rough 
and rowdy. There are usually three 
lanes of roadway, occasionally lit- 
tered with garbage; there’s a hefty 
amount of traffic and all sorts of 
trees and structures 
lining the road. There 
are alternate routes, 
tunnels and other haz- 
ards to contend with. 
Hills and valleys 
abound, but other } 
than affecting your 
view of the upcoming 
roadway, they don’t | 
alter the game play— 
as opposed, for exam- |s 
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on!). Scenery changes dramatically 
from race to race, and even within 
each race. The only feature missing is 
a satisfying explosion when you've 
finally pounded the suspect's car into 
a flaming hulk, but | guess that would 
be taking the aggression thing just a 
bit too far. The sound is raucous and, 
at times, annoying, given the siren, 
the screeching tires and the Peter 
Gunn-style music with the heavy bass 
track. A couple of repetitive digitized 
voices punctuate the scenes between 
the races. 

While the game is undeniably fun, 
it’s questionable whether or not it has 
lasting value. Die-hard racing fans 
may be disappointed with only five 
chases, while casual players may 
quickly be frustrated with the high dif- 
ficulty level. 


—Josh Mandel 
Turbo Technologies Inc. 
6701 Center Drive West, Suite 500 
Los Angeles, CA 90045 
(310) 641-4622 
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Ex-Mutants 
SAGE’S CREATION 


For the Sega Genesis ($59.95) 
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Fans of Marvel comics know that 
mutants may be good or evil, beautiful 
and spandex-clad or physically repul- 
sive, and they may have constructive 
or destructive superpowers. In Malibu 
Comics’ Ex-Mutants, however, they 
are the hideous slimy products of 
man’s chemical, biological and 
nuclear wars. In addition, they’re all 
that’s left of mankind. However, the 
benevolent cyborg, Dr. Kildare, has 
developed a process to turn the 
mutants back into humans. He selects 
six to regain their humanity and 
become the first “Ex-Mutants.” 

They might be happy, but Sluggo 
isn’t. The grossest malformed worm 
since Jabba the Hutt, Sluggo maintains 
an army of mind control mutants that 
are under orders to kill anything 
remotely human. 

In a desperate raid on Sluggotown, 
four of the Ex-Mutants are captured, 
and it’s up to Shannon and Ackroyd to 
rescue their comrades. They must also 
steal the battery cells necessary for Kil- 
dare’s survival and the transformation 
of other mutants. 

Ready to jump and attack for the 
fate of humanity? This horizontal- and 
vertical-scrolling arcade game might 
not break new ground, but it’s an 
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admirable attempt to fully utilize the 
same old play mechanics. 

Players assume the identity of 
either Ackroyd or Shannon—each 
with his or her respective strengths— 
and prepare to fight their way 
through 15 levels where the traps 
outnumber the mutants, but the 
mutants often outlive the players. 
Besides their main melee weapons 
(each with projectile power-ups), the 
last humans can find five types of 
secondary armaments: land mines, 
bouncing bombs, hand grenades, 
homing orbs and timed charges. 
Enabling the humans to kill at a dis- 
tance, these add 
a nice touch of 
battlefield tactics 
to the action. % 
Nothing beats the 
feeling of blow- & 
ing up a mutant ff 
from the safety of | 
a ladder above. 

Ex-Mutants } 


} WELL. 


i ON! E’°M GOING TO 


| PERSONALLY SLOW THAT 
UPTIGHT WORM TO PIECES. 
WITH SY EXPERT 


| “HAT. 
| MARKSMANSHIP - 
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GIve IT A REST, BUD-BOY. 
THIS ISN’ T SOME VEDEOQ 
GAME. THE ONLY VAY YOU 
COULD HIT SLUGGO HSITH TFHAT 
CROSSBOY OF YOURS IS IF HE 
RIMEO IF FOR YOU. 
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has three difficulty levels, though play- 
ers on “easy” can only play half the 
game. For the most part, Ex-Mutants is 
not an excessively difficult game, but it 
has one nasty feature: When hit, char- 
acters flash, but do not become 
momentarily invulnerable. Reaction 
time is critical, and even the hint of 
panic can help minor injuries become 
mortal. This is especially nasty on lev- 
els that are nonstop traps. 

In addition to power-ups, players 
also search for individual coins and 
bags of money. Earning 100 coins with- 
out losing a life will act as a 1-up. Why 
don’t diamonds count toward this cash 
bonus? Maybe con- 
ventional economic 
wisdom went down 
with society. 

Adding variety to 
the action are the 
speed levels, in which 
the heroes must face 
an onslaught of crea- 
tures and traps while 
staying aboard a moving 
object—not the best place to 
be constantly jumping. Even 
more than in the normal sec- 
tions, memorization is key to 
surviving the speed levels, 
where character mortality is 
high the first several times 
through, but also where 
bonus items are plentiful. 

A trip through the 
sound test is advised, 
since the best effects are 
underutilized. 

Considering that most 
games on the market are clones of 
one another, Ex-Mutants is a pretty 
good start for Malibu Interactive. It 
should be interesting to see what they 
do with Dinosaurs for Hire. 

—David S. Moskowitz 
Malibu Interactive 
5321 Sterling Center Drive 
Westlake Village, CA 91361 
(818) 889-9800 
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Life In The Fast Lane. 
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How will Sonic 2 be different from the original? 

Sonic 2 will be much faster and have many more new moves. Like “Spin Dash,’ which will propel him forward really fast. 
You can play alone or two people can play with or against each other. And Sonic has a new friend called Tails, a four-year- 
old fox that has two tails and is almost as fast as Sonic. Tails can also use his tail as a helicopter propeller to help him fly. 


anda running 


Will there be more levels? 
Yes. Over twenty different stages now. There are a lot of new challenges, like corkscrews and a chemical factory. 
Also, Dr. Robotnik is back and he comes with 25 different enemies. My favorite is the coconut throwing monkey. 


rrazte wwith the 


How do you get your ideas? 
All kinds of ways. For example, when Dr. Robotnik captures animals, he puts them in a metal shell. We got the idea 
for that from a movie we saw as kids, in which a giant gorilla is encased in armor. Ideas can come from anywhere. 


mind of a four-year-old. 


How do you go about creating a game? 
We start with a storyline, and then create the action and graphics. But we change the storyline a lot as we go, so we have a 
writer who works with us. For example, we added the Mechanical Zone after we decided to put the animals in the metal shells. 


(No, it’s not another presidential election.) 


Is there anything you’d like to say to future Sonic 2 players? 
Take care of Tails. Look for many hidden rooms. And have fun. Having fun is the most important thing. 
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HI-TECH 
For the Super NES ($54.95) 
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Harley, you wacky scientist, you. 
One minute you're playing with your 
experimental Shrinker device, the next 
you're the size of a bug, and the 
Shrinker’s blowed up rea/ good. Now 
you have to forage through 18 levels 
and gather the pieces of your Shrinker 
so you can return to full size 
(although, since you are in a Super 
NES game, why not just use Mode 7 
scaling?). 

Harley’s Humongous Adventure is 
a side-scrolling action game with a 
visual twist: Many of the graphics are 
digitized pictures of “claymation” fig- 
ures. You've seen claymation 
before—remember those 
TV commercial “stars,” the 
California Raisins? (Speak- 
ing of which, whatever hap- |# 
pened to the California 
Raisins NES game from 
Capcom?) 

Claymation has already 
appeared in a few computer 
games (Cineplay’s Free 
D.C! and Sierra On-Line’s 
revamped Quest for Glory 
I), but this is the first time 
it’'S appeared in a console 
game. The claymation 
seems to be Harley’s hook, 
because the game play is 
standard-issue, side- 


scrolling stuff. You run and 
jump, and shoot bad guys, 
in this case, insects and 
miniaturized fish (bees, 
ants, ticks, termites, piran- 
has and more). There’s also 
a big, bad boss, “The Rat,” 
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that you encounter after every fifth 
level. My favorite enemy has to be the 
fly, which attacks by hovering over- 
head and spewing hurl down at you. 
Totally tasteless and totally funny. 
(Shows you where my sense of 
humor is at.) 

To shoot the bad guys, Harley 
needs weapons, of which there is a 
bountiful selection: nails, tacks, rubber 
bands, marbles and firecrackers. The 
weapons have different characteris- 
tics, making them more or less useful 
against certain types of enemies. 
Harley also has to run around and 
grab metal nuts to earn extra lives: 
100 nuts equals an extra life. You'll 
need the extra lives, too, because you 
only get one continue. 

The claymation graphics are 
undoubtedly the highlight of the 
game, and they're certainly colorful 
(the fly vomit is a partic- 
ularly vivid shade of 
green). The background 
graphics are a bit sim- 
plistic in places, but are 
also bright and cheery. 
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The audio is much less impressive; the 
sound effects are sparse and muffled, 
and the music grows annoyingly 
repetitive. Don’t turn it down, though, 
because there are several places 
where you'll get audio cues about 
upcoming baddies. 

The verdict: Harley’s Humongous 
Adventure sports spiffy graphics and 
plenty of challenge. There’s nothing 
here that you haven't seen before in a 
zillion other run-jump-shoot platform 
games, but you’re guaranteed to have 
some good, solid fun. This game’s not 
an essential purchase, but a weekend 
rental would give you an excellent 
fun/fundage ratio. 

—Zach Meston 


Hi-Tech Expressions 
584 Broadway, Suite 509 
New York, NY 10012 
(212) 941-1224 
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Dave didn't think it pushed the SNES 
enough, but Chris and Andy both said it 
WECM elite Mile Mec MeleleleMy-Vity- Mey mT ii Te) oe 
like Atari's Kung Food on the Lynx. 
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The TELEPLAY™ SYSTEM by BATON hits Earth in 
Spring 1993..It uses the latest in telecommunication 
developments. to let you play against someone in 
another location. It comes equipped with TERRAN WARS, 
a head-to-head, fast action, arcade style space game, 
yet it costs about the same as one 
8 megabit cartridge! 8 additional action- 
packed titles will be released in 1993! 
Want to learn more? Call (602) 437-9659. 
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BY BATON 
AN INTERACTIVE REVOLUTION! 





Sysiem® or Sega™ Genesis™ are designed and manufactured in the U.S.A. by Baton Technologies, Inc.® Neither Nintend jor Sega design, manufacture, sponsor or endorse 
C) ega and Genesis are registered trademarks of SEGA. Teleplay™ System is a trademark of Baton Technologies, Inc. ©1992 Baton Technologies, Inc. All rights reserved. 


CIRCLE #127 ON READER SERVICE CARD. 





Tecmo World Cup 


ATLUS 
For the Sega Genesis ($49.99) 
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Tecmo World Cup? From Atlus? 
Talk about things that make you go 
“hmmm”! | haven’t a clue as to why 
Atlus couldn’t have changed the name 
to Atlus World Cup, but I’m even more 
clueless as to why it licensed such a 
subpar game in the first place. (Can 
you tell this is going to be a negative 
review?) 

It’s not any one massive flaw that 
makes Tecmo World Cup so lame; it's a 
variety of little things. Like 
the lack of penalties. Why 
couldn’t there have been & 
penalties with an option to | 
turn them on or off? The | 
disproportionate penalty § 
area is also a flaw. You 
have to get ridiculously =m 
close to the goal before jiees 
attempting a shot, and the ~ 
goalies in this game are 
unnaturally skilled, with 
one humorous exception: 
They can block most hard- 
hit shots, but have a major 
problem with slow-moving 
kicks. | scored several goals 
by accidentally missing 
passes and watching them 
roll into the net at sluglike 
speed, while the goalie 
stood motionless. 

Next problem: the lack 
of kick control. Goal kicks 
are tough to aim, and usu- 
ally seem to head straight 
for the goalie in- _— 
stead of one side iim 
of the net. You i 
also can’t “curve” § 
your kicks left or F 
right. | had the 
same problem 
aiming corner 
kicks; they were 
usually  inter- 
cepted by the 
opposing team 
long before they 
got near the 
penalty area. 

Let’s continue 

- our tour of Tec- 
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mo World Cup's bugaboos with the 
fact that the players on each team 
don’t have individual skills. Each 
player’s as good (or bad) as the other; 
if they are different, | sure couldn’t tell. 
The manual doesn’t even say which 
teams are better than others. 

As for the graphics, the players (and 
the playing field) are decently animated 
and drawn. The penalty kick sequence, 
though...blech! What the heck hap- 
pened here? Did the artist go on vaca- 
tion, forcing the programmers to draw 
the graphics in his place? Lemme just 
say you will rarely see graphics this 
bad in a Genesis game. 

There’s nothing special 
about the sound and 
music; the sound effects do 
the job, and the music 
plays over...and over...and 

















































over...until you: (1) go mental or (2) 
turn down the volume on the TV. 

Just for fun, | dug out my three- 
year-old copy of Sega’s World Cham- 
pionship Soccer to see how it com- 
pared to Tecmo World Cup—and, 
despite having many of the same 
game play problems, Sega’s ancient 
footie game was more fun to play. 

My recommendation for Sega soccer 
fans would be to check out World 
Championship Soccer (which is so old 
you can probably buy a used copy for 
next to nothing) or Virgin Games’ World 
Trophy Soccer, both of which have bet- 
ter graphics and better game play. 

—Zach Meston 
Atlus Software 
17145 Von Karman Ave., Suite 110 
Irvine, CA 92714 
(714) 757-1212 
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Dragon Slayer: 


The Legend of Heroes 


TTI 
For the TurboGrafx-16/ 
Turbo Duo ($49.99) 
TG-16 owners: TurboGrafx-CD 
with Super System Card required 
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Sometimes VG&CE’s rating system 
just isn’t detailed enough to do justice 
to a game as regal, as splendiferous, 
as deep as Dragon Slayer: The Legend 
of Heroes. To that end, I’ve decided to 
assess this RPG according to some of 
my own criteria, as follows: 

Originality—If you built the 
biggest computer in the world and 
programmed it to come up with the 
most dispensable name possible for 
an RPG, chances are you couldn’t do 
much worse than Dragon Slayer: The 
Legend of Heroes. Throw in a couple 
of dozen hackneyed place names (the 
Raging Sea, the Isle of Glen, Mortavia, 
Grimwulf) and some hilariously unau- 
thentic British-by-way-of-Yokohama 
accents (give me a dime for each 
“ver” and “lad” on this disc, and | 
could quit this gig and retire in style), 
and you've got a game that might as 
well be sold in stores in a plain, white 
box with the legend “GENERIC JAPANESE 
RPG.” Rating: 0. 

Family values—An obscure cate- 
gory you might say, but an important 
one in this, a Presidential election 
year. You see, no matter how large 
your questing party gets in Dragon 
Slayer—| quit when | was up to four— 
they’re all represented on-screen by a 
single character, a weird bit of parsi- 
mony that only makes sense when it’s 
time to bunk at an inn and restore 
your energy. | guess the folks at TTI 


VipEoGAmMES & COMPUTER 


decided that the sight of four burly 
warriors piling into a single bed might 
strike the American game-playing 
public as a bit, well, /iberal. Rating: 8. 

Sense of humor—A hard category 
to judge, since there’s so much found 
hilarity in any Japanese RPG imported 
into English—as much as I'd like to 
credit the line “Here’s the prince! 
How’s the quest for vengeance 
going?” to an aspiring Mel Brooks, | 
have the feeling it’s just a clumsy 
translation of the original. But | do 
have to give high marks to a Marx 
Brothers routine at the inn where one 
character accuses another of groping 
around in the dark and “filching from 
his purse” (see “Family values,” cate- 
gory above). Rating: 5. 

Faithfulness to the capabilities 
of the Turbo Duo—Call it NEC, call it 
TTI, call it whatever you want—this is 
the company that completely screwed 
up the Ameri- i jjaam 
can marketing P 
of the Turbo- py 
Grafx-16, and, 
unless some- 
one stops them }% 
(me, for in- 
stance), they’re } 
about to do the 
same with the } 
Turbo Duo. The pry 
fact is, Dragon 
Slayer isn’t 
nearly as much 
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fun to look at or to play as the original 
Phantasy Star for the 8-bit Sega Master 
System, much less a dozen or so RPGs 
for the Genesis and Super NES that at 
least have the virtue of novel plot lines 
and big, detailed monsters (the crea- 
tures in Dragon Slayer are so teensy 
you wonder why the characters don’t 
just smush them with their mythical 
boots). Apparently, TTl’s strategy 
amounts to this: Rope consumers into 
buying the Turbo Duo with the spec- 
tacular Gate of Thunder, then swamp 
‘em with enough second-rate product 
to reduce them to loudly, and use- 
lessly, defending the system at video- 
game parties (“But hey, guys! It has 
CD-quality sound!”). Rating: 2. 
—Bob Strauss 
Turbo Technologies Inc. 
6701 Center Drive West, Suite 500 
Los Angeles, CA 90045 
(310) 641-4622 
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Shanghai Il: 
Dragon’s Eye 
ACTIVISION 
For the Super NES (N/A) 
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In Shanghai II: Dragon’s Eye, tile 
pieces stacked into patterns are 
removed in matching pairs by the 
player. A tile may only be taken off if 
it’s not blocked either to its right or left 
by another tile. The object is to 
remove all the pieces from the board. 

Sounds simple—and playing this 
offshoot of a Chinese tile game known 
as Mah-jongg is—but since there are 
two matching pairs for every board, 
deciding which two to remove is very 
important. Taking away the wrong 
tiles can result in a deadlock where 
none of the remaining pieces have a 
match that is unblocked. A little skill 
and the luck of the dragon is needed 
in order to win. 

Speaking of which, besides the nor- 
mal arrangement, the pattern that the 
tiles are stacked in can be changed to 
resemble one of 12 animals of the Chi- 
nese zodiac (monkey, rabbit, dragon, 
rooster and such). The complexity of 
play is increased with the more intri- 
cate arrangements. 

A long menu list offers a 
selection of tile designs. There 
are the traditional Chinese 
characters, as well as the let- 
ters of the Western language 
alphabet. Playing cards, coun- 
try flags, road signs and pic- 
tures of vegetables and ani- 
mals add a touch of flair to 
Mah-jongg. 

Choosing a different tile 
design changes the game’s 
background music, too. But, 
despite the variety in pseudo- 
ethnic tunes, all of it sounds 
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equally lame since the melodies 
are brief and become very annoy- 
ing when played over and over 
again. Thank goodness the music 
can be turned off. 

Games are played in one- 
player, two-player, tournament or 
time-limit modes. A help menu 
provides convenient “cheats” for 
the gamer, such as finding an 
available match, restoring a previ- 
ously removed pair, shuffling the 
tile arrangement and adding a 
“wild tile” that allows the removal 
of a tile without its match. 

A completely different tile con- 
test in the game called Dragon’s 
Eye features two players, a 
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“dragon master” 
and “dragon slay- 
er,” competing. The 
dragon master’s 
objective is to fill the 
playfield with tiles, 
while the slayer’s is 
to remove matching 
pairs. The pace of 
Dragon's Eye is 
much faster than 
Mah-jongg’s, and 
it’s played directly 
against the CPU or 
another person. 

Two problems 
set Shanghai II back. 
Although a lot of tile 
designs and arrange- 
ment patterns can be chosen, there is 
only one background picture to stare 
at, that of the Great Wall of China. And 
there’s the bad music—why is there 
even any? Still, Shanghai Il: Dragon’s 
Eye presents Mah-jongg in enough 
variations to keep this ancient Chinese 
game interesting, and it retains its 
simplicity without resorting to need- 
less flash. 

—Howard Wen 

Activision 
11440 San Vicente Blvd., 3rd Floor 
Los Angeles, CA 90049 
(310) 207-4500 
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e Longer Play 
e Higher Levels 
e Quicker Response 
Bs : 
Faster Motion For use with Super Nintendo 
e No more Sore Thumbs Entertainment System® 
2S e Better Control 
Control directional movement 


e Hi 
with just a touch of your finger Higher Scores 
(no need to push). e Turbo Action 
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Get the touch, get Turbo Touch 360-the breakthrough, high-tech 
video game controller that is so easy to use that it lets you play as 
long as you want. Just pass your finger or thumb over the sensor 
plate—no need to push—and you have total control of your game. __ jee Me 
Now, make moves like you’ve never made before and really get into Pa ~ 

the game. Turbo Touch 360 adds up to quicker response, faster 

motion, no more sore thumbs, better control, higher scores, more 
fun, higher levels and longer play. Triax is so sure that you will enjoy 
extra hours of effortless play that if you don’t, we’ll refund your 


purchase price. Get in touch with the next generation of controllers. 








5 a Fe ith 
Get the Turbo Touch 360 and enjoy extra hours of exciting play. Nintendo Entertatunent System® 


TURBO TOUCH 360° cy TRIAX® 


Call 1-800-858-7429 for the name of your nearest Turbo Touch 360 retailer 


Patent Pending. Sega, Genesis, and Master System and Sonic 2 are registered trademarks of Sega Enterprises, Ltd. Nintendo, Nintendo Entertainment System (NES) and Super Nintendo 
Entertainment System (Super NES) are registered trademarks of Nintendo of America, Inc. Street Fighter Il is a registered trademark of Capcom USA, Inc. TMNT 3 is a registered trademark 
of Konami, Inc. Turbo Touch 360 and Triax are trademarks of Triax Technologies. ©1992, Triax Technologies 
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Gadget Twins 


GAMETEK 
For the Sega Genesis ($64.95) 
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Gadget Twins is a lackluster side- 
view scroller. That’s a shame, consid- 
ering the designers of this title proba- 
bly tried to put a spin on an overused 
genre. Yet there’s no escaping 
the fact that, though Gadget 
Twins is by no means terrible, it 
does fall below the standards of 
the average shooter. 

The title characters are bor- 
ing, cookie-cutter-cute, air- 
planelike creatures. They fly 
through the air and dive into 
the watery depths of levels 
showcasing environments that 
resemble understated versions 


of the settings in the Fantasy Zone 

games, except everything looks 

puffier and bloated. There’s a sound- 
track that complements all the dull 
cuteness. 

At first, the gadget pair does away 
with stuffed enemies by bopping them 
with boxing gloves. They can punch in 
any of four directions. K.O.’ed baddies 
leave gold coins, and bigger bad 
dudes drop larger coins. Picking up 
these coins adds credits to the player's 
expense account. Stores are found 
throughout the game, where players 
can shop for gadgets to retrofit the 
attack capability of their character. 
Collected coins are used to buy 
weapons like yo-yos and extending 

- clippers. 
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Treasure chests that are opened 
grant extra life energy or enshroud the 
player’s character with a protective 
bubble that lasts for a few moments. 
Should it come as any surprise that 
there are boss characters at the end of 
every level for the gadget twins to 
defeat? Of course not. Bosses are also 
littered throughout the stages within 
each level. 

The screen scrolling of 
the levels is erratic. Often 
it’s uncertain as to which 
direction the screen will 





x } j 
head as it changes unpredictably. One 
second it’s scrolling to the right, then 
suddenly down, then to the left, then 
right again, then up. Colliding with 
enemies becomes frequent with this 
sort of free-form screen movement. 
Two playing cooperatively enlivens 
things a lot, but then the challenge 


becomes easy. As a one-player 
shooter, Gadget Twins is dull gaming. 
With its emphasis on punching action, 
it’s an unusual shooter that really isn’t 
one at all. 

—Howard Wen 
GameTek 
2999 N.E. 191st St., Suite 800 
N. Miami Beach, FL 33180 
(305) 454-7771 














Vip—EoGames & CompuTerR ENTERTAINMENT 





sao 


Users Can't be Wrong 


Wayere 





Quick§ hot’ 
30,000,000 


)\_JOYSTICKS SOLD WORLDWIDE 


aa 
MENER FTWwAne 
6 sor | ri vWAnc 
The Leader in Audo, ), Appliances & Home Office Products o 
VA 
mes ey sage a 
4 
the Q 


s=e 


blithe SM 


THE COMPUTER SUPERSTORE CB ih a6, 


ELECTRONICS is 
if v = $e EE. ‘Ayenicas Leaping Jeweuen SITS 
ba 4, 


TELEVISION & America’s Toy Store 


T APPLIANCES =e 
BESL. Fama And wWdalny Mere... 


BONDWELL INDUSTRIAL CO., INC. 47485 Seabridge Drive, Fremont, California 94538 
CIRCLE #129 ON READER SERVICE CARD. 





PLAVER ¥# X # 
‘eo 


Skuljagger: 
Revolt of the 
Westicans 


AMERICAN SOFTWORKS 
For the Super NES ($59.95) 
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With Skuljagger: Revolt of the Wes- 
ticans, hack-and-slash gamers get 
another chance to wield their swords 
in the everlasting battle against evil. 
This time around, you'll slice and dice 
the followers of the vicious Captain 
Skuljagger, who has reduced the pop- 
ulation of Westica to slaves forced to 
work themselves to death 7 
in the jemerald mines. If reaver 2 € 
you're fast, smart and wk’ 3s &x" or 
skilled, you just may make “a 
it to the end of this chal- 
lenging arcade battlefest. 

As you battle your way | 
through Skiljagger's | 
lengthy areas, you'll face 
off against a horde of 
angry enemies, including 
not only monsters like 
killer bees and slugs, but 
also Captain Skuljagger’s 
cronies, who are under 
command to locate and 


wee SW 2 ee 
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destroy you as quickly as possible. To 
make your way through a level, you 
must climb ladders, leap from danger- 
ous platforms, battle the aforemen- 
tioned enemies and snatch up all the 
treasure you can locate. 

Treasure includes jemeralds and 
bubble gum power-ups. (Bubble gum? 
Hmmm.) Jemeralds, which come in 
red, green, blue and giant blue, are 
especially valuable. Red jemeralds, for 
example, give you the ability to shoot 
power balls from the tip of your 
sword, which allows you to attack ene- 
mies from further away. Blue jemer- 


a 
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alds, on the other hand, add time to 
your timer and mark the location from 
which you'll continue should you die. 
Finally, if you collect 25 green jemer- 
alds, you'll earn an extra life, a valu- 
able commodity in a tough game like 
this one. Also, as long as you have red 
or green jemeralds, you won’t lose a 
life when you're hit. Instead, you'll just 
lose some of your jemeralds. But if 
you take damage when you’re 
not holding jemeralds, you're 
dead meat. 

The bubble gum power-ups 
i come in four varieties: snap 
| cherry, which lets you fly; 
) Westican orange, which sup- 
plies you with grenades; sea 
grape, which makes you tem- 
porarily invincible; and island 
lime, which acts as a “Pow,” 
killing all enemies on the screen. With 
the snap cherry and Westican orange 
power-ups, you’re also protected from 
dying. If you’re touched by an enemy 
while these power-ups are active, you'll 
lose only the power-up, not a life. 

Perhaps one of Skuljaggers most 
original features is its 80-page manual. 
Most of the manual (74 pages) is dedi- 
cated to a seven-chapter story, which 
contains important clues as well as 
fabulous color illustrations. Reading 
the story is not optional if you plan to 
find all the secret fantasy zones, 
power-ups and warp areas. 

Skuljagger is a tough enough game 
to please even experienced sword- 
wielders, but, with practice, it can be 
enjoyed by any arcade gamer with a 
hankering to spill some monster blood. 
Its colorful, detailed graphics and hip 
musical score will keep you swinging 
and grinning as you battle inexorably 
toward your final confrontation with 
the horrible, one-eyed Captain Skiljag- 
ger. Good luck—you'll need it. 

—Clayton Walnum 
American Softworks Corporation 
228 E. 45th St., 11th Floor 
New York, NY 10017 
(212) 972-6262 
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Linus Spacehead’s 


Cosmic Crusade 
CAMERICA 


For the Nintendo Entertainment 
System ($44.95) 


SOUND/MUSIC f | 5 | 7 

GRAPHICS a: 6 | ; 
PLAYABILITY ; | 6 | ] 
OVERALL | 6 | 739 


Linus Spacehead liked to drive fast. 
Whenever he got into his Cosmic 
Stingray 5.0, he put the pedal to the 
metal and screamed his way through 
the galaxy. Unfortunately for Linus, 
planets don’t know how to get out of 
the way, so before he had a chance to 
say “Jumping Jiminy Jupiter!” he had 
crashed head-on into the planet Earth. 
But it wasn’t all a disaster. Although 
he had smashed his vehicle, he had : 
discovered a new planet. Too bad, POST OFFICE 
when he returned home, nobody ou COME TO RECLE 
believed him. 

This is where you come in. You get 
to help Linus buy a new car and find a 
camera, so he can gather 
proof of his escapades. In 
this hybrid game compris- 
ing adventure puzzle-solving 
and arcade action, it'll take 
both skill and wits to prove 
Linus’ claim. : 

The game world in Linus & 
Spacehead’s Cosmic Cru- 
sade is made up of many 
areas, with adventure 
scenes interconnected by § 
arcade scenes. In the adven- 


° 

ele, 
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ture areas, you search for objects, talk 
to people, use objects in various ways 
and, in general, try to solve the game’s 
puzzles. In order to manipulate the 
objects in the game, you have access 
to five commands: Look, Pick Up, Give, 
Use and Talk To. By selecting an object 
and then using your controller to point 
to the command to use, you can solve 
the game’s many problems. 

After completing an adventure 
scene, you move Linus into an arcade 
section. In these areas, you must 
avoid enemies while you leap from 
one dangerous perch to another, all 
the while gathering Cosmic Candies. 
For every ten Cosmic Candies you 
gather, you’re awarded a 1-up. The 
arcade sections require some practice, 
but once you complete a section, it 
vanishes forever, and you have direct 
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access to the two adven- 
ture areas it connected. 

Besides the main ar- 
cade segments, there are 
also several subgames 
included in Linus Space- 
head’s Cosmic Crusade. 
For example, you can 
drive a bumper car around 
a race course, pilot your 
Stingray through an aster- 
oid belt or try to take con- 
trol of a robot factory 
gone berserk. Of course, gaining 
access to the subgames requires com- 
pleting certain adventure puzzles. 

The game’s graphics are not spec- 
tacular. Neither, for that matter, is the 
sound and music. However, the visual 
and audio aspects are competent 
enough that, while they may not be 
impressive, they are also not intrusive, 
providing a reasonably appealing 
world in which to play. 

Linus Spacehead’s Cosmic Crusade 
is different from most other games. 
While neither the adventure nor the 
arcade segments could survive on 
their own, the combination provides 
for an interesting diversion that'll keep 
most gamers busy for many hours. 

—Clayton Walnum 
Camerica Corp. 
3415 14th Ave. 
Markham, ON 
CANADA L3R 0H3 
(416) 470-2515 


EDITORS’ CORNER 


112345 789 10 


123456 89 10 @ 
Ya12345 78910 





DECEMBER 1992 ° 67 




















| 
| 
| 
| 
| 





Best of the Best 


Championship Karate 


ELECTRO BRAIN 
For the Super NES (N/A) 


SOUND/MUSIC FA Pe 





GRAPHICS 1 
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It’s not really boxing, but it’s not 
completely like your typical martial- 
arts contest either. It’s kick boxing, 
and it borrows a little from both to 
provide an interesting alternative to a 
regular boxing match. 

Best of the Best covers all aspects 
of kick boxing—from the training 
required for mastery and increased 
skills, to the ring where you must face 
increasingly powerful opponents as 
your money and trophies accumulate. 
As your status and skills rise, you may 
be invited to compete in the 
“Kumate,” where the best fighters 
compete against one another, and 
where the only rules are: no rules! 

As the competition begins, your 
fighter has been training from the age 
of six, and has managed to reach the 
rank of 16th in the world. The party is 
just beginning, however, 
as your training must 
continue and intensify as 
you take on the 15 fight- 
ers ranked above you, not 
to mention the six oppo- | 
nents waiting at the 
Kumate. 

To increase your 
fighter’s abilities, you 
must train in three differ- 
ent areas. By sparring 
with a partner, your 
fighter builds up his resis- 
tance to attack, and per- 
fects his technique. A 
workout bag allows your 
fighter to build up his § 
strength and power, and | 
a kick pad comprising 


OVERALL 
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heights lets your fighter practice his 
coordination to improve reflexes. 

Each of these attributes is repre- 
sented by a percentage that increases 
when your fighter either practices 
hard or fights well against an oppo- 
nent. Lose a fight, and you'll lose 
some percentage points. If you train 
halfheartedly, you simply don’t 
receive extra points. 

There are 55 different moves avail- 
able to your fighter. Of these, up to 13 
may be selected for use by your player 
at one time, in order to avoid having 
to memorize too many button combi- 
nations. Each move may be assigned 
to any of the 13 button combinations, 
which is a great option. These choices 
aren't permanent, and may be 
changed between matches. 

The match length may be set for 
either three, five, seven, eight or 12 
rounds, with each round lasting one 
minute. The winner is determined 
either by knockout or by whichever 
fighter has the most health left at the 
end of the match. 

A preview option comes in handy 
for scouting out the weaknesses and 
for examining the styles of your oppo- 
nents, and, in addition to a few other 
minor features, it helps round out a 
nice game. 


I’m not usually one for the one-on- 
one sports simulators, what with the 
glut of wrestling-type games out, but | 
really enjoyed Best of the Best. The 
fighting action is great, and the addi- 
tional freedom of crafting your own per- 
sonalized fighter with your own choices 
of attacks adds to the enjoyment. 

The graphics consist mainly of 
menus, and then of the ringside dur- 
ing a match, but smooth graphic ani- 
mation helps with the timing of 
attacks. The sound effects could have 
been enhanced by perhaps a few digi- 
tized yells or grunts, but they are O.K. 
A nice variety of attacks, and the solid 
game play made Best of the Best 
Championship Karate fun for me. 

—Brent Walker 


Electro Brain 

573 E. 300 South 

Salt Lake City, UT 84102 
(801) 531-1867 
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Sonic the Hedgehog 2 
SEGA 


For the Sega Genesis ($54.99) 
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What’s blue and round and works 
around the clock to clean up rings? 
No, it’s not a toilet bowl cleaner—it’s 
Sonic the Hedgehog, back with bells 
on for another glorious Genesis 
adventure. More than a year has 
passed since his first game was 
released, and Genesis owners have 
had plenty of opportunities to 
experience other Sonic-style epics, 
including such excellent offerings as 
EA’s James Pond II and Sega’s own 
Kid Chameleon. But now it’s time for 
the entire 16-bit world to step aside, 
‘cause Sonic the Hedgehog 2 is even 
better than its predecessor. 

| say this because the game is 
chock full of new features, 
none of which detract from 
the charisma or playability 
of the original title. For 
starters, there’s Sonic’s 
new friend Miles Prower 
(a/k/a “Tails”), a two-tailed 
raccoon who always tags 
along with our hero 
whether he’s being steered 
by a second control pad or 
not. In addition to the new 
enemies, new stages and 
new music, Sonic has a 
much larger variety of 
moves than before, with 
new animation that lets him flip over 
from front to back, pinwheel his arms 
and legs three different ways on the 
edge of a precipice and stretch out on 
the ground for a break if the control 
pad is idle for too long. 

There’s also a new bonus stage, 
with a different way to reach it. If 
you're holding 50 rings when you 
reach one of the lamppost check- 
points, you can jump into a special 
bonus area where Sonic and Miles 
run through a winding tunnel, 
avoiding obstacles and picking up 
rings to try to earn continues and 
Chaos emeralds. Looking for all the 
world like a deranged offshoot of 
Atari’s S.T.U.N. Runner coin-op, this 
special stage is one of the high 
points of an already impressive 
contest. 
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The game’s only weakness is the 
two-player competitive mode, which 
squeezes two full screens of infor- 
mation into a pair of half-sized 
windows that track Sonic and “Tails” 
separately. Not only does this process 
fatten the characters to absurd 
proportions, but it’s also hampered by 
quite a bit of slowdown. 
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Luckily, the rest of the news is 
good. The game is slightly on the 
easy side, but the experience is one 
you'll want to repeat often, since 
there’s a lot of exploring to be done 
and the stereo sounds and near-3-D 
graphics are so beautifully done. 
Only one of the game’s “zones” is 
broken up into more than two 
different stages, so there is less of a 
chance that the game will turn stale 
after repeated play. 

Sega has high hopes for 
Sonic the Hedgehog 2. Not 
only is it counting on this 
title to mop up the 
competition in America 
during the holiday season, 
but the game is also 
expected to revive the 
sagging sales of the Mega 
Drive, the Genesis’ Japa- 
| nese counterpart. | won't 
be surprised if it exceeds 
| all expectations in both 
countries. Behind all of the 
hype, hoopla and holo- 
grams, Sonic the Hedge- 
hog 2 is still a stunning 
game—quite possibly the finest 
Genesis cartridge ever released. 

—Chris Bieniek 
Sega of America Inc. 
130 Shoreline Drive 
Redwood City, CA 94065 
(415) 508-2800 
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An mrterview wrth Son2 Walsh. 
FlarSer’s “Isst. Coach /Co- Designer — WA aE Sportst/ale. 


sacatme-Kaitiers. 


How is the new NFL Sportstalk Football ’93 better than the previous one? 


For starters, we used a new process called digitized animation. It’s about ten times more realistic, because we actually 


filmed an NFL player, Marcus Wilson, running through the plays. We then digitized the image, so it’s virtual reality. 


No contracts. 


How are the plays different? 
The previous game had 50 or so plays. The new one has thousands. | worked with Joe Montana to develop a play book 


based on the real NFL team plays, and each team’s plays will be different. The more plays you know, the better you'll do. 


No cheesey 


So it’s like coaching a real team. 
Exactly, right on down to knowing the characteristics of individual players and teams. Your skill at choosing 


the right play at the right time determines whether or not you will beat the opposing team. Just like the real thing. 


half-time entertainment. 


Could it actually be used to train real players? 
Actually, people have said that it would make a good coach's helper, kind of like a live textbook. | used to play football 
with the guy who developed the game for Sega. And when he approached me to do this, the goal was that it was to be 


the most realistic and authentic video sport game out there. | think we succeeded heavily. It’s a really terrific game. 


(Other than that, pretty realistic football.) 
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onnichiwa, American electronic- 
Ke fans. My job is to write vari- 

ous articles and a column ina 
Japanese video-game magazine called 
PC-Engine Monthly. Also, | write soft- 
ware manuals for video games. My 
hobby is, of course, playing electronic 
games, including arcade, computer and 
video games. Whenever | have some 
time after work, | play these games. 

| am going to talk about the state of 
electronic gaming in Japan and some 
of the shows that | attended here 
recently. First off, | want to explain 
what we here in Japan call “family 
game machines,” such as the Fami- 
com (NES), Super Famicom (SNES) 
and Mega Drive (Genesis). 

Although plenty of video-game 
software has been sold in Japan 
recently, the game industry has been 
in a slump. There hasn’t been a big 
software hit for a few months, and the 
number of games with large orders 
from software retailers has been in 
steady decline. 

In this year alone, several game 
software companies went out of busi- 
ness, many are speculated to be going 
out of business in the near future and 
some have merged. Many of these 
companies you might have read about 
in VG&CE. 

However, there is a recession, not 
only in the video-game industry, but 
throughout the whole of business in 
Japan, mostly because of the “bubble 
economy.” This is a term used to 
describe an overly strong and inflated 
economy that could easily collapse or 
“burst” due to short-term investment. 
Some of the video-game companies 
that fell into financial difficulties made 
mistakes by investing money in short- 
term, easy-profit real estate, even 
though their software titles were sell- 
ing successfully. 


NINTENDO 


In this economy, when | walk 
around the toy stores and discount 
shops, | notice that the most popular 
video games are still Super Famicom 
titles. Currently, Capcom’s Street 
Fighter Il and Super Mario Kart are the 
two most popular games. Nintendo is 
still the number-one company for 
Famicom games. 

Speaking of Nintendo, a show 
called Famicom Space World ’92 was 
held during the last week of August. It 
was the presentation stage for Nin- 
tendo’s new games, in which all of its 
third-party developers for the Super 
Famicom, Famicom and Game Boy 
were together under one roof. 
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The most popular games at the 
show were Super Mario Kart, Final 
Fantasy V and Dragon Quest V. The FF 
and DO series were very popular RPGs 


Japanese gamers try out some new 
games at Famicom Space World ‘92. 


here in Japan. The day when those 
games were supposed to go on sale, 
gamers arrived the day before and 
camped out in line all night in order to 
buy them. 

Another important announcement 
at FSW ‘92 was the new Super Custom 
Chip from Seta. This is a high-speed 
operations chip built directly into 
game cartridges. The program compu- 
tation capacity of the Super Famicom 
will greatly be improved by the chip. 

Currently, it is only available with 
the new Super Famicom games from 
Seta, but if it becomes possible to use 
it with games from other companies, 
it'll satisfy the gamers who have com- 
plained about slowdowns on the 
Super Famicom. 


The president of Nintendo speaks at 
Famicom Space World ‘92. 
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The president of Nintendo, Mr. 
Yamauchi, gave a speech at this show 
in which he talked about the new CD- 
ROM for the Super Famicom. Nin- 
tendo will build the CD-ROM drive 
with a 32-bit processor. 

Mr. Yamauchi also said that “CD- 
ROM games must be very, very spe- 
cial for this system. Otherwise, these 
games will be no different than those 
games created for the CD-ROM units 
designed by the two other compa- 
nies.... And we are not going to sell 
any CD hardware until we really 
accomplish the advanced software.” 

| thought that the first CD-ROM 
game would be Mario or Zelda, but | 
guess | was wrong. | remember a 
brochure that was handed out by Vir- 
gin at the Summer CES for The 7th 
Guest. It stated that the game would 
be available for the Super Famicom. 
This game would be totally different 
from any game previously created for 
any CD-ROM-based video-game sys- 
tem. Maybe this title will be the first 
CD game for Super Famicom—|! am 
only speculating though. 

More details about the CD-ROM will 
be announced at the Summer CES in 
1993, so I’m looking forward to attend- 
ing that show. 


SEGA 


Now, how about the other family 
game machines and software? As | 
said before, sales are generally on the 
decrease. Games for the Mega Drive 
and Sega of Japan have especially 
suffered greatly. 

The Genesis and its games are still 
extremely popular in America, but it 
hasn't been doing well in Japan. Many 
of the toy stores and video-game 
retailers have decided to drop the sys- 
tem and no longer sell it. On the other 
hand, Sonic the Hedgehog 2 will go on 
sale pretty soon in Japan, so the sys- 
tem may become popular again. 

The CD-ROM drive (Mega-CD) for 
the Mega Drive is not doing well 
either. Most Japanese gamers think 
that it’s a good system, but there are 
no good games being sold that justify 
buying it. New games that show its 
capabilities must be developed. 


NEC 


NEC, manufacturer of the PC 
Engine (TG-16) and the Duo, has 
brought CD-ROM to video gaming 
since its infancy. Currently, most of its 
software titles are CD-ROM based. Its 
games are still very popular, but sales 
have also slipped, though not as badly 
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as Mega Drive sales. In addition, 
because of the rise in the manufactur- 
ing costs, software publishers for the 
PC Engine are having a hard time. 
However, NEC has compensated by 
holding game tournaments and all 
kinds of PC Engine publicity cam- 
paigns all over Japan, and, because of 
this, gamers are still with them. 


Handheld game machines are no 
longer as popular as they once were. 
Gamers are especially staying away 
from color LCD handhelds, such as 
Sega’s Game Gear and NEC’s PC 
Engine GT (TurboExpress). When 
Atari’s Lynx was introduced (the first 
color LCD to be put on the market), 
game hobbyists were interested in it, 
but that wasn’t enough to make it pop- 
ular. Color handheld games are almost 
dead now; but, on the other hand, the 
Game Boy is still very popular. 

That is the condition of the home 
video-gaming industry in Japan. Not 
very optimistic right now. How does 
this compare with the United States? 
Maybe the industries in both countries 
are suffering from the international 
recession. 


The 30th Annual Amusement 
Machine show (JAMMA) was also 
held at the end of August at Tokyo’s 
Makuhari Messe con- 
vention center. 

There were lots of 
action games similar to 
Street Fighter Il because | 
of its huge success. A 
new game for the 
NeoeGeo, A Fist of the 
Dragon (Art of Fighting, 
in the U.S.), was dis- 
played gaudily near the 
show’s entrance. 
















The 30th Annual 
Amusement Machine 
show (JAMMA). 
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At the Sega booth, a 3-D racing 
game called Virtua Racing, which uses 
high-speed polygon graphics, was 
extremely popular. A major feature of 
this game is that by hitting a button 
while driving the car, you can switch 
to one of four different view angles 
instantaneously. 





at JAMMA. 


Of course, you can race against 
several players by connecting the 
machines by a communication 


system. ar 


By the way, do you know what 
the most popular game at game jf 


centers in Japan is? As a matter of 


fact, it’s not a video game. It’s a 
“crane game” for catching stuffed ani- 
mals, similar to the ones found in 
many American theme parks. 

You play this game by operating the 
two buttons and using a crane to grab 
stuffed animals. This game is always 
located near the entrance to arcades 
and usually makes the most profit. 

Until recently, the major- 
ity of the people frequent- 
ing game centers had been 
adolescent boys, but now 
lots of business men, 
™@ women and young girls 
who normally don’t play 
video games also come to 
play the crane-type games. 

At this AM show, there 
me were displays of many 
kinds of crane games and 
stuffed animals for the 
prizes. During the show, 
people could play the 


Crane games are the most popular 
games right now in Japan. 








Sega’s Virtua Racing 
Woseey' was a hit at the 


JAMMA show. 


t he 
machines was mobbed 
with people. 

The other popular type of game on 
display was the virtual-reality-style sim- 
ulator, where you climb into a cockpit 
or box and it simulates the effects of 
travel. Taito had two games of this type 
on display, D?BOS and IDYA. 


MF 


There are many kinds of computer 
games in Japan. The most popular 
machine is the PC-98 series from NEC. 
This is a 16/32-bit MS-DOS-based 
machine that has a Japanese-designed 
architecture. Epson also has a PC-98- 
compatible computer. Another machine 
that is made in Japan, which many of 
you have already read about, is the 32- 
bit MS-DOS machine FM-Towns, by 
Fujitsu. It takes in the CD-ROM and is 
second to the PC-98 in popularity. 

Until now, domestic Japanese com- 
puters were the most popular kinds of 
machines because of the thousands of 
complex Japanese alphabetic charac- 
ters that each take two bytes to create. 
Japanese-designed computers were 
easier to deal with because of this. 
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However, these days, IBM PC/AT-compati- 
ble computers have become popular because 
of DOS 5. It has better functions and it’s less 
| expensive. In addition, it allows Japanese 
a gamers to play the many interesting 

American games that we rarely 
. play. Also, the Macintosh has 

been expanding its share of the 
computer, by Fujitsu home computer market by making 
improvements in the Japanese word capacities in addition 
to a large cut in price. 

RPGs and simulation games were both popular just a short 
while ago, but RPGs’ popularity is falling sharply now. One of 
the reasons is that there are many similar RPGs, so users are 
getting tired of them. Computer simulation war games are very 
popular, to the point where gamers are preordering them. 

Computers on which you can install the game software 
on the hard disk have only recently come to Japan. While 
hard disk game installation has been common in the United 
States for a long time, in Japan, there are still many games 
that require you to change the floppy disk during game 
play. Japan is behind the United States in the arena of com- 
puter-game development. 


The FM-Towns 


The way gamers buy software in Japan is quite different 
from the way they do in America. First of all, when users want 
to buy a software title that has a very good reputation, most of 
the time they have to place an advance order. However, they 
can’t have the discount price on the advance order, so they 
have to pay full retail price. Many people will stand in line all 
night long at a discount shop in order to buy a game. You'll 
see hundreds of people standing there, playing with handheld 
video games, passing the time away. Recently, many of these 
discount shops started passing out order tickets to discourage 
people from waiting in line all night long. 

True, many people go to the discount shops to buy soft- 
ware, but there are also many stores that sell secondhand 
software. At these stores, people sell the software that 
they’ve already played and then buy other used games. The 
price is, of course, very cheap because they are used. There 
are many secondhand software stores in the Akihabara (a/k/a 
Electric City, a neighborhood in Tokyo devoted to all types of 
electronics stores). Many westerners and Japanese often go 
to Akihabara, including myself, because you can find just 
about anything electronic at a cheap price. However, recently 
many retailers have cut their software prices in order to com- 
pete with discount stores. 

| have talked about Japanese electronic gaming and 
some of the circumstances that affect it here. As you can 
see, there are some differences, as well as some similarities 
to electronic gaming in the United States that are not 
always good—as others may lead you to believe. We are 
interested in your response and how you feel about it in 
comparison to the United States. So please let us know 
what you think. Write us c/o VG&CE, Attn: Inside Gaming 
(Japanese Special Report), 9171 Wilshire Blvd., Suite 300, 
Beverly Hills, CA 90210. 





Takahiro Eguchi is a noted writer and columnist for Shogakukan 
Publications’ PC-Engine Monthly, a Japanese video-game magazine 
that mainly focuses on the PC Engine system, but also covers other 
systems. Mr. Eguchi is department chief of PC-Engine Monthly's 
“You Raku Sen Gyo Dan” arcade column. He has been covering the 
video-game industry in Japan for nine years and also writes for PC- 
Engine Plus magazine. 
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a friend's by using another Game Pak, Game Boy and Game Link" It's the most 


| addictive athletic challenge ever put in a box. 


O7seoSi 


Track & Field™ is a trademark of Konami Inc. Nintendo, Game Boy, Game Link, NES and the 


Konami Game Hint and Tip Line: 1-(900)-896-HINT (4468). 70¢ per minute charge. 
Minors must have parental permission before calling. Touchtone phone required. 
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Konami is a registered trademark of Konami Co., Ltd. © 1992 Konami. All Rights Reserved. 
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“JASPER! <A terrible 
beast was trying to 
kill your father!” _ 





| 





The game begins with a Was it only a dream? 
biveld dis} {canlatcy Co) gs 


DOUMA LABYRINTH 


Exit 

Entrance to Level 2 
Exit 

Medicine 

Bombs 

Silver Shield 

Key 

Boss 


Rainbow Drop 





You set off to explore, 
killing monsters on the 
way in order to gain spe- 
cial items that will help 
you complete your quest. 











MANTON LABYRINTH 


Exit 
Key 
Flail 


Bombs 














“ble used to take Sharul 
Cave to the town of Lapcol. 
: Now lava blocks the way.” 


As you explore a new area, 


make sure you talk to Silver Sword 
everyone, since they have Crystal Ball 
important information to o) 


guide you on your way. Medicine 
Boss 


Aqua Lung 








« 


“Are you alright? 
Come and relax a bit.” 





Another impg 
contains a cCifiiz 
heal your | 











Exit 
Medicine tp 
Key 

Crystal Ball 


Bronze Armor 









Boss 
Chalice 
Bombs 
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SHARUDA FOREST 
MAP KEY 


Entrance & Exit 
Boomerangs 
Potion & Bombs 
Palace 


Fire Staff 





Password 





Healing 


Shadow Labyrinth & 


Carry More Bombs 


inegresntgsras 
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irr the dun- 
e tricky to 


ctpcayeded 
pad agaleng’ 


Every dungeon’s major 
areasure is guarded by a 
boss Monster that you 
ngyst defeat. 


| JASPER gets 
| the “Chelice of Agony”. 
L 


In the first dungeon, the 
major treasure is. the 
Chalice of Agony, which 
will open up new areas for 
you to explore. 








The contents of the chalice 
will freeze the lava flow, 
giving you access to the 
other side. 
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As you explore, keep an 
eye out for shops like this 
one, which sell valuable 
items, 


“If you leave this town 
© south. you will find the | 
Labyrinth.” 34 Pais | 


Everywhere you go, there 
will be someone to help 
you on your way. 


ON WVIRIE aN 


ORES 
MAP KEY 


Moonbeam Moss 
Password & Bombs 
Exit 


Healing 


Douma Labyrinth 


Maze Cave 
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| Exit 

%| Bronze Sword 
%) Bronze Shield 
4) Crystal Ball 

5) Medicine 

©) Bombs 

7) Boss 

®) Manipula Herb 
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misreretrtet 


For now, take this Rainbow 
Drop. It will come in han 
when crossing sraall rivers- 


yoni 
SHINORO MAP KEY 


pete 
Be ee 
‘ited, 


Manton Labyrinth 







Healing 


if 

2 

3 Password & Snow Boots 
g 


Carry More Bombs 





soonlerangs 
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IGBIT THE CULTURE BRAIN NEWSLETTER, FEATU 


FUN,FUN,FUNI!! 


A peaceful life in quiet Chinaland was suddenly thrown into 
disaster, after the Universal Peace Conference was over. The 
Emperor's concerns kept growing until Jack and Ryu decided to 
go out and settle the problem. The places they visited during their. 
expedition were:Chinaland, Mysteryland, Fairyland and Future- 
land. The more they advanced, the more suspenseful it became. 
What they found out was a devastating plot. 

There are loads of exciting action, cool items, neat vehicles, great 
attacks, and magic spells available. They are all yours to blow 
adversaries out of the way of the once peaceful Chinaland. 
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2in] FLYING WARRIORS. 


THIS GAME HAS FOUR MODES IN IT. IT’S ALMOST LIKE TWO GAMES IN ONE CARTRIDGE! 





FROM ACTION GAME MANIACS TD PEOPLE WHO ARE MOT SO HOT ABOUT ACTION 
GAMES CAN HAVE FURL THIS IS THE NEW HIRYU WO KEM SYSTEM THAT PEOPLE 
HAVE BEEN TALKING ABOUT! 


EXPERT MODE THAT FULLY UTILIZES THE HIRYU NO KEN. 

2). EXCITING FIGHTING MODE THAT REQUIRES SIMPLE 
CONTROL. 3). COMMAND BATTLE STYLE, ANIMATION MODE FOR 
PLAYERS WHO WANT TO ENJOY THE STORY. 4). AND LAST BUT NOT 
LEAST, VS TOURNAMENT MODE WHERE EIGHT PLAYERS CAN 
PARTICIPATE. 


THE FIGHTING GAME HAS FINALLY COME THIS FAR! THE 
ULTIMATES 150 TECHNIQUES! 

T HAS GOT YOUR BASIC TECHNIQUES, LIKE PUNCHING AND 

KICKING. ALONG WITH THROWING, FINISHING AND ALSO 
THE NEW FEATURE, OVERTURNING TECHNIQUE IS AVAILABLE? OUR 
OWN SYSTEM REPRODUCES OVER 150 DIFFERENT TECHNIQUES 
THAT HAS ALL ELEMENTS OF FIGHTING SKILLS! A FIGHTING GAME 
THAT IS NOW CLOSEST TO PERFECTION! 


STORY MODE RAS A POWERFUL ENEMIES TO0 


MYSTERIOUS ENEMY THAT HAS SUPERHUMAN 
SKILLS AND TECHNIQUES MOVES SUPER QUICK 
AND ATTACKS WITH A BIG HAMMER. GIVING 
FLYING WARRIORS A LOT OF — TROUBLE. 
WHEN YOU FIND THE TUSK SOLDIERS AND THE MOONLIGHT 
WARRIORS AMONG THE FIGHTERS, TRANSFORM INTO THE 
FLYING WARRIOR AT ONCE AND FIGHT AGAINST THEM IN THE 
FIGHTING DIMENSION. USE MAGIC SPELLS AND OTHER ITEMS 
ea YOU'LL HAVE A SHOWDOWN WITH DARGON AT THE 


WIN THE TOURAAMEAT 
UP TO BGT PLAYERS CAN PARTICPATE IN THE VS TOURAAMEAT MODE! 


P TO EIGHT PLAYERS CAN PARTICIPATE IN THE VS TOUR 
NAMENT MODE! 
MORE THAN 150 TECHNIQUES ARE AVAILABLE FOR YOU TO CHOOSE 
FROM OF COURSE. 
YOU CAN ENJOY THE GAME BY YOURSELF OR WITH YOUR GOOD 
FRIENDS. PUSH THE START BUTTON! LET'S SEE WHO IS GOING TO 
WIN THE TOURNAMENT! 





WHAT IS THE NEW HIRYU 
NO KEN SYSTEM? 


THIS GAME HAS FOUR DIFFERENT MODES. 
FIRST, YOU CAN ENJOY EXCITING ATTACKS 
AND ARE NOT REQUIRED TO DEFEND _YOUR- 
SELF IN FIGHTING MODE SECOND, EXPERT 
MODE FOR FIGHTING MANIACS. IT'S GOT JOINT 
TWISTING, OVERTURNING, COMBINATION TECH- 
NIQUES AND MUCH MORE! THE FIRST VIDEO 
GAME THAT LETS YOU PLAY A FULL SCALE 
FIGHTING GAME! FOR BEGINNERS AND THOSE 
PEOPLE WHO ENJOY THE STORY, THERE |S 
COMMAND BATTLE STYLE, ANIMATION MODE. 
AND VS TOURNAMENT MODE THAT LETS UP 
TO EIGHT PEOPLE PARTICIPATE IT'S A SUPER 
GAME SYSTEM 


NEW HIRYU NO KEN SYSTEM / 


po ?T 


STORY MODE.’ ACTION MODE 
= |. 


FOR THOSE FOR PLAYERS y REAL FIGHTING p ENJOY THE 
wHO ENJOY a ACTION GAME WITH 
THE STORY ACTION loves | YOUR FRIEKOS 
= [J i<<u) =m 


FOR ALL GAME PLAYERS 
FROM BEGINNERS TO 






OPERATION MODES ARE AVAILABLE. 
| ail MODE 


HIRYU NO KEN SYSTEM WAS 
REFINED AMAZINGLY. 


WE CORRECTED THE OLD VERSION'S 
SHORTCOMINGS AND UPGRADED THE 
HICH PRODUCES TI 





THE ELE- 
MENTS OF THE FIGHTING SKILLS! 








B IGHTING MODE 


YOU CAN ENJOY EXCITING FIGHTS 
WITH SIMPLE OPERATIONS. 


THE STIRRING FIGHTING MATCHES 
THAT HAVE A LOT OF FIGHTING 
TECHNIQUES CAN BE PLAYED WITH 
SIMPLE BUTTON OPERATIONS! EVEN 
BEGINNERS CAN ENJOY THE FULL 
SCALE FIGHTING ACTIONS! 








A NIMATION MODE 


STORY MODE IS MUCH MORE FUN 
AND INTERESTING! 


FOR THOSE WHO ARE NOT CRAZY 
ABOUT FIGHTING ACTIONS. COM: 


AS A BLACK GHOST! 








CULTURE BRAIN™, ULTIMATE FIGHTER™, SUPER NINJA 
BOY™, FIGHTING SIMULATOR 2 int FLYING WARRIORS™ 
and NINJA BOY 2™ are trademarks of CULTURE BRAIN U.S. 
A, INC. All rights reserved. 


WARRIORS 


YOU CAN PLAY VARIOUS KINDS OF CON- 


Lctnst0 8 TEND Om FLAY ON IMC 
ervrarrreucenarrt mre" 

NINTENDO® AND NINTENOO ENTERTAINMENT SYSTEM® , SUPER NINTENDO ENTER. 
TAINMENT SYSTEM® , GAME BOY® , THE OFFICIAL SEALS ARE TRADEMARKS OF 
NINTENDO OF AMERICA INC 

1991 NINTENDO OF AMERICA INC 


CULTURE BRAIN USA. INC. Bldg. D-130 18133 NE 68th St. Redmond, Wa 98052 


(ae 


ULIURE BRAS 





TACT SPORTS. IN FIGHTING SIMULATOR 
MODE ONE OR TWO PEOPLE CAN PLAY, OR 
gigedinag IN THE FIGHTING ACTION GAME MODE, MANY 
mooresss FEATURES LIKE SIDE SCROLLING ACTION 
AND COSMC SAUCERS ARE AVAILABLE 


JACK AND RYU WENT ON A SPACE TRIP WITH THEIR 
PALS, WHERE THEY CAME ACROSS THE GALANDS, 
FIERCE PIRATES OF SPACE. WHAT THEY ARE AFTER 
1S CONTROL OVER THE UNIVERSE WITH THE 
MIGHTY POWER OF 7 TREASURES. RIGOROUS BAT- 
TLES AROUND THE TREASURES BREAK OUT WITH 
YOU IN PART OF THE ACTION AGAINI! 
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efore we open the doors to the port- 
B::: playhouse this month, I'd like to 

thank the kind readers who have 
taken the time to write letters and offer 
their comments—both positive and 
negative—about Gaming on the Go. 
| have received quite a bit of feed- 
back regarding the May 1992 column, 


which discussed the scarcity of Lynx and 


Game Gear titles with true stereo sound. 


Though the format of the following ~ 
reviews does not specifically indicate ~ 


whether or not each game includes such 
a feature—an idea suggested by several 


readers—l do try to include this informa-~ 


tion in the text of the reviews themselves. 


That doesn’t mean that all of the games - 


covered have monaural sound unless | 
say otherwise, but if a game does deliver 
stereo music or sound effects, |’ll almost 
always mention it. 

Hope your batteries are charged up, 
‘cause here we go.... 


Baseball Heroes 


ATARI 
For the Atari Lynx ($34.99) 
















SOUND/MUSIC ons 
Sein 
OVERALL 


I’ve been playing Atari's Checkered Flag 
for over a year now. Every time | plug that 
auto-racing game card into my Lynx, | 
never fail to notice the huge billboards that 
appear on the side of the road during each 
race, most of which are plastered with ads 
for Lynx games. Many of __ 
these ads mention Baseball 
Heroes, a game which must | 
have jumped back and forth 
between the beta-test stage 
and the back-to-the-drawing- 
board stage a dozen times. 

As a fan of sports-related |\« 
video games, |’m glad to see iy 
that Baseball Heroes has 
finally been called up from 
Triple-A Vaporville. As the 
only baseball title in a catalog | 
that’s conspicuously short on 
sports games in general, you 
can expect this one to sell— jon 
but | don’t think there will be 
alot of satisfied customers. | 

The problem with Base- | 
ball Heroes is that the game 
looks, sounds and feels 
dated. Not that it resembles 
earlier lackluster efforts like 


Cyberball or Ri ) 
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Tournament Baseball Heroes for the Lynx: 
a ay that “Was it worth the wait? 


| some of the game’s features are strongly 


reminiscent of the old granddaddy of car- 
tridge-based baseball titles, Mattel’s Major 
League Baseball for the Intellivision. Check 
out the garbled voice of the umpire as he 
coughs up the words “Yer out!” or the way 
the blocky players run in long shots of the 
field, looking for all the world as if their 
knees have been relocated to a position 
just above their ankles. 

This one’s not all bad, though, and the 
perspective of the pitching game (catcher's 
viewpoint on offense, second baseman’s 
viewpoint on defense) is its strongest 
point. Indeed, the game is infinitely more 
entertaining when your opponent is up to 
bat. It’s almost as if the pitching and field- 
ing had been designed in a different era 
from the rest of the game, or at least after 
having taken a good look at the changing 
field perspectives and diving catches seen 
in LUN’s Roger Clemens’ MVP Baseball on 
Nintendo’s game systems. 

| wanted to like Baseball Heroes, and its 
baseball card-style player status screens 
and excellent pitcher animation deserve 
some praise. Unfortunately, poor play con- 
trol, horrible audio and an overall slow pace 
have killed my enthusiasm for this one. 

Atari Corp. 

1196 Borregas Ave. 

Sunnyvale, CA 94089 

(708) 745-2000 


Bonk’s Adventure 


HUDSON SOFT 
For the Nintendo Game Boy ($29.95) 


123 45 6 8 9 10 
1 


SOUND/MUSIC 





GRAPHICS 1234567 a | 8) 


PLAYABILITY 123° 4°56 7-8 att) 
OVERALL 1.62°3 455.6: 7 9 10 








This is big news in the war of the video- 
game corporate mascots. The little cave- 
man named Bonk has come to represent 
NEC's (and now TTl’s) entire product line, 
and the games he’s appeared in have been 
the flagship titles of the TurboGrafx-16 and 


Turbo Duo machines for a long time. 


After a series of on-again/off-again deci- 
sions by Hudson Soft and its Japanese par- 
ent—which forced an eleventh-hour 
redesign of the company’s elaborate booth 


| at the last Consumer Electronics Show— 


Bonk is finally making his debut on a Nin- 
tendo system with the release of Bank’s 
Adventure for the Game Boy. 

You can’t fault Hudson's logic, for this 
is one fine game. Not only does it capture 


the prehistoric head-butting appeal of the 
original Bonk’s Adventure on the 1G-16, 
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The fate of the Kingdom 

is in thy hands. Choose 

the most effective ay 

warriors for each battle, 

from wizards to giants, to 

fight against the evil 
‘army. If your tactics are 

skillful and your sword 

arm strong you may 

stand a chance against 

the rising enemy forces. ~~ 


LICENSED BY 


= a) jg , oa (@) 
Nintendo  sLSCTRO SARAINE 
573 EAST 300 SOUTH STREET, SALT LAKE CITY, UTAH 84102, TELEPHONE (801) 531-1867 
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Predator 2 


: ARENA 
For sthe ae Game Gear ($39.95) 


souromusi 6 
cnarics 6 
mayan 6 
oven, 8 

Arena’s Predator 2 for the Genesis 
impressed gamers with a subtle variation 
on the Commando/Contra theme that fea- 
tured good audiovisual effects. Moving 
through gritty streets and rooftops with as 
many guns and grenades as you could 
carry, your mission was to blow away drug 
dealers and rescue their hostages before 
the alien Predator could draw a bead on 
the innocents from his hidden perch above 
all the action. If you or anyone else fell into 
his infrared sights, your guts would 
explode and you'd perish in agony. 

The above is a note-perfect description 
of Arena’s Game Gear interpretation of the 
game, too—but the portable 8-bit Predator 
i y as entertaining as its full- 
JU erpart. Practically every sub- 

{ jame, from the digi- 

































on ee cutting 
his Porta-Preda- 
oot-’em-up that 






sion of the game. 
palende involved; 
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Fly By The 





Seat Of Your Pants. 


IT NEVER FAILS. You’re walking to lunch 
when you suddenly get the urge to 
obliterate an enemy MiG fighter over 
South Kuwait. Well, now you can satisfy 
that impulse right away with F-15 Strike 
Eagl®, the first flight simulator for the 
Gameboy™. Squeezed into one thrilling 
little cartridge are seven action-packed 
war theaters from Baghdad to Karbala. 
Full roll and pitch functions. Ultra- 
realistic cockpit displays. Three 
difficulty levels. And explosive new 
missions every time you play. All of 


which make this easy-to-carry jet fighter 


the perfect vehicle to carry you through 
days filled with bus rides, bank lines, 
and waiting rooms. So get your copy of 
F-15 Strike Eagle for Gameboy today. 
Because you never know when the urge 


to dogfight will strike again. 


F-15 
STRIKE EPGAS. 


CIRCLE #134 ON READER SERVICE CARD. 


To get our free catalog, call 
(Mon.- Fri., 8:30 am-5:00 pm EST.) 


Or fill out the coupon & mail to: 
MicroProse Software, Inc. 
180 Lakefront Drive * Dept. D-10 
Hunt Valley, MD 21030-2245 


Name. 





Address 


City. 


Zip 





UAB 


GAME BOY! 


© 1992 MicroProse Software, Inc. 
ALL RIGHTS RESERVED. 
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(coupled with one-directional “forced directly beside it (not above or below it), 
scrolling” scenery) make this one seem : and, if a block falls too far, it will shatter 
more like shooting ducks in a Daler and and disqualify that round. 
you're the duck. a. Hampered by a slow pace and an odd 
The graphics and sounds are Bowel but control scheme, Megalit never really gets 
not great. The resolution of the characters : off the ground. One of the game’s most un- 
is a bit too fine for the Game Gear screen welcome features becomes apparent fairly 
to cleanly reproduce, and most of the early in both the “practice” and “quest” 
game’s text is smeared into unintentional modes: It’s possible to shift the blocks in 
rainbow hues. such minuscule increments that an entire 
This is nothing like what | had expected superstructure of pieces can be held up by 
Predator 2 to look like on Sega's portable balancing on the edge of a single block. 
machine, particularly after seeing reason- . It doesn't bother me that conventional 


ably faithful Game Gear versions of 
similar Genesis titles like Virgin’s Termina- em 
tor and Arena’s own Alien’. Still, it’s a F 
fairly entertaining game for shoot-em-up 
fans, one that'll make a better impression z 
on your thumb than on your cerebellum. qt 

Arena Entertainment 

71 Audrey Ave. 

Oyster Bay, NY 11771 

(516) 624-8888 


physics are being ignored, | just don't like 
f the fact that the majority of the puzzles 
can only be solved by using some sort of 
~ trick that involves moving certain pieces a 

distance equal to half the width of one 
3 block. Even though this feature is clearly 
ef explained in the documentation, it inter- 

_feres with the purity of the game’s strate- 
fae gic elements so much so that it feels like 
cheating. 

It’s funny—the “cute” graphics and 
sounds are tailor-made for a younger 
























Megalit =i audience, but the plodding brain work and 
TAKARA 4g high difficulty of some of the puzzles 
For the Nintendo Game Poe “A makes the game play LUMehte: suitable for en 
($29.99) #4 older crowd. Megalit may find an audience 
a: bts ; i somewhere between the two, but it would 
SOUND/MUSIC 12345 57 8 9 108; ae re a = _ : oe ; be a stronger game if it catered exclu- 
Seber eter ee core eS a ae acd sively to one or the other. 
GRAPHICS 125,45 67 8 9 10 eta ES eeigeted — Takara USA Corp. 
PLAYABILITY. aM etree, §=§=— 230) Fifth Ave. 
New York, NY 10001 




























OVERALL 1234 678 9 10 
(212) 689- Wale 


pecial thanks to Kelly Bee of Asmik 
ou for her kind assistance 
in the preparation of this edition of 
Gaming on the Go. We'll get off of the 
Lynx sports games next month, find out 
what’s new on the Game Boy and hope- 
fully give you a detailed look at the Game 
ersion of ode the Hedgehog 2. — 

Reader feedback to 

| this column is always 
appreciated. Send your 
comments and sugges- 
tions to: VideoGames & 
Computer Entertain- 
ment, Attn: Gaming on 
| the Go, 9171 Wilshire 
Blvd., Suite 300, Bev- 
erly Hills, CA 90210. 
Computer owners with 
access to the DELPHI 
information service can 
also contact me via 
| electronic mail sent to 
_ user name VGCHRIS, or 


A strategy contest in the tradition of 
Game Boy puzzlers like Kwirk and Catrap, 
Takara’s Megalit is a very basic block- 
pushing game for those who prefer brain 
exercises to control-pad workouts. Your 
character, alternately referred to as “the 
hero” and “the brave man” in the instruc- (a 
tion manual, is a a tiny, pee with n ues i 
sionless face. | alata 

The task at hand appears to be a anole po 
one. You must size up a pile of long and 
short blocks and figure out a way to disas- 
semble the pile so that each of the blocks 
will drop to the ground. There are a few 
restrictions, though: In order to push or 
pull any block, you must be positioned 











PE rs 
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FUN ON THE GO? 


When you're on the go, you 
want fun, action and excite- 
ment to tag along with you. 
And the only way to do that 
is to get these five great hits 
for your Game Gear”! 




























gives you non-stop action and 
adventure, featuring the most 
fluid and realistic animation 
ever seen on your Game Gear! 


> is ready to rock the world again — 
z with new power-ups, 
weapons, 
shields, 
awesome 

_ graphics and 
_waves of ever- 
descending 
aliens trying to 
ake over Earth! 


delivers hilarious 
fun as you wreak 

mischief across 
town on your bike! 


will 
drive you nuts as you guide 
a marble along mind-blowing 

mazes to the finish line! 


is one tough brainteaser! And 
the toughest part is pulling yourself 
away from this mesmerizing game! 


Buy the full line of Tengen hits at Toys“R” Us, 
Kay-Bee Toys, Target, Babbage’s, Electronics 
Boutique, Software Etc. and other fine retailers! 


Or call to order. 


TENGEN 
VIDEO GAMES 


PAPERBOY: TM and ©1984 Atari Games Corp. Licensed to Tengen, Inc. ©1992 
Tengen, Inc. All rights reserved. KLAX, and MARBLE MADNESS: TM Atari Games 
Corp.; licensed to Tengen, Inc. ©1992 Tengen, Inc. All rights reserved. PRINCE 
OF PERSIA: ®©1989, 1990, 1991 Jordan Mechner; originally published in the 
USA by Broderbund Software, Inc. SUPER SPACE INVADERS: TM, ©1991 Taito 
Corp. Sega and Game Gear are trademarks of Sega Enterprises, Ltd. 


Domark Video Games 

for play on Sega 
Game Gear are sold 
and marketed in 
North and South 
America exclusively 
by Tengen. i 
Screens shown are 
representative of, but 
may differ from, 
actual game system 
displays. 
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f all those great Q & A letters keep 
coming in at the rate they are, VG&CE 


is going to have to let one of its edi- 


tors go just so we can use his office for 





mail storage space. Your response has 
been great! 


| recently got a glimpse of the 

design of the Super NES con- 

trol deck, and, compared to 

the design of the Japanese 

Super Famicom, | think it’s the ugliest 

thing I’ve ever seen in my life. | was 

wondering if you know of a way that | 

could purchase the Super Famicom and 

somehow find an adapter in the U.S. that 

would allow me to play the Super NES 
games on it. 

—Robbie Brown 

Grand Island, New York 


While the circuitry in the SNES 
and Super Famicom is essen- 
tially the same, the plastic car- 

= ~ tridges that hold the game cir- 
cuit boards are different in design. As for 
the look of the systems, the VG&CE staff 
is pretty much divided on which one 
looks better. To date, almost none, if any, 
of the Super Famicom fans who've writ- 
ten to us have expressed anywhere near 
as negative an opinion of the Super NES 
as yours. 

If you really want to play SNES games 
but can’t stand the system’s looks and 
don’t want to try to decorate or hide the 
console, go through this magazine and 
start calling the cartridge warehouses; 
they sell converters in Europe. Or, for any 
other readers with this problem who 
might live in a city with a large Japanese- 
American population (e.g., San Francisco 
or Los Angeles), try one of the many elec- 
tronics shops located there. 





| would like to ask some ques- 

tions and spread some rumors. 

What processor does the 

Neo*Geo have? Is it a 24-bit or 
a 32-bit CPU? 

Also, |'ve been doing some research 
on old video-game systems, and | came 
across the Timex Sinclair. Is it a 2-, 4- or 
8-bit system, and how many megahertz 
does it run at? How many colors does it 
have, and how many can be displayed si- 
multaneously? Why did it fail as a com- 
puter—what was wrong with it? 

On a different topic, I’ve heard rumors 
that NEC could be making a 32-bit CD 
system. 

—Jaimie Sirovich 
West Nyack, New York 
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The Neo*Geo is advertised as a 
24-bit machine, but, in fact, it is 
a 16-bit processor coupled with 
a a second 8-bit chip. Keep in 
ae that game systems should be pur- 
chased not on the basis of their technical 
specs, but on how well they play and the 
quantity and quality of existing games, as 
well as the potential for future games. 

The Timex Sinclair was an 8-bit com- 
puter running at four MHz. It had a 16- 
color palette and could display all of them 
simultaneously. It failed commercially be- 
cause it was released when the Apple Il 
series was approaching its peak and IBM 
was beginning to market its PC line. It was 
not as flexible or powerful as the Com- 
modore VIC 20, which was one of the 
smallest in horsepower of the commer- 
cially successful computers. The Timex 
Sinclair didn’t stand a chance, even at its 
$99 price. Rather than invest additional 
millions into poor-selling product, Timex 
let the computer vanish. The Sinclair still 
has a small, but loyal, following, and any- 
One interested in acquiring a Sinclair or 
accessories should write: Sunset Electron- 
ics, 2254 Taraval St., San Francisco, CA 
94116; or call (415) 665-8330. 

An NEC 32-bit system? As reported in 
our October issue, Hudson of Japan cele- 
brated its 20th anniversary with the unveil- 
ing of the HuC62. It was apparently too 
early in development for it to even refer to 
it as a “game” system. Nintendo, mean- 
while, announced that it would not be pro- 
ducing a 16-bit CD-ROM player for the 
SNES. Instead, it will be going straight to a 
32-bit CD-ROM unit, which will work with 
the 16-bit SNES. It’s anybody's guess if 
Sega will have an increased advantage be- 
cause of this extra time. 





~ lve seen questions about the 
) batteries in cartridges come up 
many times before, but there is 
> one question | have yet to see: 

Will tne batteries eventually begin to cor- 
rode and ruin the cartridge? As a video- 





game collector, this worries me quite a 
bit! | have an old Atari Pong that shows 
what damaged batteries can do. 

On the same note, is there a reason 
batteries in game cartridges aren't built 
to be automatically recharged while the 
game system is on? 

Before | sign off, | just want to men- 
tion that both the Atari 2600 and Vectrex 
had games with speech (Quadron and 
Spike, respectively), so get that Game 
Boy talking! 

—Russ Perry Jr. 
Omro, Wisconsin 


We asked both Sega and Nin- 
tendo about their batteries. 
Nintendo says that the batter- 

= ies are guaranteed to last three 
years (in both the NES and SNES), but 
field tests show that they can last up to 
seven. Sega batteries will last about five 
years. In either case, the batteries will not 
corrode, since they are essentially the 
same batteries used in watches. Also, 
both manufacturers decided against 
rechargeable batteries, figuring the nec- 
essary price increase would drive away 
too many potential customers. 

Although it can handle far more com- 
plex games than its graphics suggest, the 
Game Boy is one of the more difficult sys- 
tems to program speech into. If you don’t 
mind a limited vocabulary, check out Teen- 
age Mutant Ninja Turtles Il: Back From the 
Sewers (Konami) and The Simpsons: Es- 
cape From Camp Deadly (Acclaim). 





| have many questions that 
need answering, but | will limit 
them to a few. 

= 1. Since the Super NES has 
been in existence, Nintendo has been 
creating sequels (such as Zelda 3 and 
Castlevania IV) for it. Will Nintendo con- 
tinue to make sequels for the NES, or will 
we have to purchase an SNES to play our 
favorite games? 

2. Don Bluth has created many arcade 
legends, such as the Dragon’s Lair series 
and Space Ace. Does he have any plans 
to continue the adventures of Space Ace, 
and does he have different games cur- 
rently in the works? 





—James Fountain 
Barstow, California 


Reluctant to lower the prices 
on 8-bit cartridges for their li- 
censees, Nintendo seems in- 
tent on letting the NES vanish; 
hl b not all of the licensees are. Available 
and upcoming sequels for the NES in- 
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[WELL, 

EVERYONE 

EXCEPT 

OUR 
PHOTOGRAPHERS. | 


If a picture is worth a 
thousand words, then you'd 


better be a speed reader to 





catch this guy. Zonk is his 


name, and Air Zonk is his game. He's been sent into 


“a 


the future by that hard headed superhero Bonk ts 
to do battle with hoards of mutated cyber robots. Wwe 
In this futuristic 16-bit setting, you'll soar 


through five different levels of intense action. 


And if you're feeling lonely, team up with Air. . 








2AGwe hero. Well, almost. 
Onk hccaimnsial 


one of Zonk's bizarre cyborgian Eig 
friends to help you in your 


adventure. Each friend has 





different weapons and abilities 
that will come in handy. (And if nothing 
else, they're all really goofy looking.) 


So focus your efforts on 





getting Air Zonk. He's the picture 


© 1992 RED al ; 


perfect video game a Jeg Lf @. 7 


Turbo ee ee Inc. 


Air Zonk is a trademark of © 1992 RED and © 1992 Hudson Soft. Available at Toys “R” Us, Babbages, Electronics Boutique, The Good Guys, Software Etc., Walden software and through Sears Catalog. 
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clude Hudson Soft’s Adventure Island 3, 
Capcom’s MegaMan 5 and Enix’s Dragon 
Warrior IV. Castlevania IV, by the way, is 
by Konami, which recently published 
Teenage Mutant Ninja Turtles III: The 
Manhattan Project for the NES. 

As for Don Bluth games, the classic 
Dragon’s Lair will soon be coming to the 
SNES (Data East), and the British firm 
Oxford International has begun to con- 
vert Space Ace to the SNES. Scheduled 
for the IBM PC and possibly other for- 
mats are three original games: Mael- 
strom, a science-fiction strategy/arcade 
game developed by Pass Systems and 
distributed through Merit; Tungsten, a 
multilevel maze-arcade game similar to 
the classic Lode Runner, and Sea Beast, 
which was intended originally to be a 
coin-op project. Also in the works are 
Dragon's Lair Il for the Genesis 
(ReadySoft) and Dragon’s Lair Ill for the 
IBM PC, which is composed of unused 
footage from the first two adventures of 
Dirk the Daring. 

Regarding future coin-ops, with the 
exception of Street Fighter I] and its 
clones, arcade revenues are way down, 
and, considering the resources required 
to produce a good laser-disc coin-op, Don 
Bluth Multimedia is watching the market 
to see if it will justify another stand-alone 
undertaking. 


Even if the market rebounds, big 
money coin-op projects are doubtful. As 
this went to press, Don Bluth had mas- 
sive staff cutbacks at its American offices 
following the disappointing performance 
of the movie Rock-a-Doodle. 


I’ve hooked up my NES, Super 

NES and Genesis to the same 

television at once. Some of my 

friends said that this can cause 

some damage to the systems or my tele- 
vision. Is this true? 

—Pawel Opalinski 

Brooklyn, New York 


Well Pawel, you and your 

friends can breathe a sigh of re- 

lief. Hooking up multiple video- 

game systems to one television 
set won't damage your TV. That is, as- 
suming that you're not splicing wires into 
your television. 


| own a Sega Genesis, and | 
enjoy it. However, | have a few 
questions: 

1. Is there any way to get 
stereo out of the ports on the rear, and, 
if there is, where would | get the 
schematic? 


2. If there is no way to access stereo 
from the rear, would the CD-ROM have 
stereo and video output? 

Your help would be most appreciated. 

—Andy Lambrecht 
Hastings, Nebraska 


The Genesis does have stereo 
output, but most game manu- 
facturers don’t bother to use it. 
Check out Batman and the 
Sonic games for the best use of stereo. 
You don’t need any complicated 
schematics to get the sound, just get a 
headphone jack that branches into two 
output plugs and hook it up to the stereo. 
The headphone jack at the front of the 
Genesis must be used to get stereo out- 
put. The adapter should be available at 
any electronics shop (e.g., Radio Shack). 
To answer your second question, the 
Sega CD does have stereo capabilities 
and uses an RCA-type left and right audio 
jack cable. 


I'm painfully unaware of video- 
game systems’ capacities, so 
please bear with me on these 
questions. | just received a 
TurboGrafx-16 system with the CD-ROM, 
and | learned that the system can handle 
up to eight megabits. Is that with or with- 
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TAITO 


TAITO CORPORATION 


Hit the road, Jack, and don't you come back until you've cleaned up the streets of New York City. In in this new 16-bit game from Taito, slide behind 





@TAITO 1990, 1992. 


uh alba of your own Hille Dabble Chase 92854 patrol car. Race through the streets of New York City until you locate the fugitive, and then ram his car so 
- ; you can make your arrest. If you complete your missions successfully, you'll receive a special 
commendation. But if you fail, the only way you'll be cleaning up the streets is with a broom and a dustpan. 


Available at Toys “R” Us, Babbages, Electronics Boutique, The Good Guys, Software Etc., Walden software and through Sears Catalog. 
TAITO™ AND CHASE H.Q.® ARE TRADEMARKS OF TAITO CORPORATION. 


out the CD-ROM? This bears on my next 
question, which is about the PC Engine 
Super CD-ROM game Macross 2036. \'ve 
been playing this game on my TG-16 and 
have encountered a system lag and in- 
ability to access the options at the begin- 
ning of the game. Is the game responsi- 
ble for this? | have a version 2.0 System 
Card for my CD-ROM, while | suspect this 
game is intended to be played with the 
new, version 3.0 Super System Card. Is it 
my hardware that is unable to handle the 
game, or is my new CD game damaged 
in some way?. 

Also, I’ve noticed in some of my 
graphic design magazines that there are 
designers and illustrators who have 
“crossed over” in terms of careers and 
have had a hand in designing video 
games. May | ask how these profession- 
als started in this business? 

—Nathan Wong 
San Dimas, California 


Wscroes 2036 is one of the ' very 
few bicompatible games, 
meaning it can run on the stan- 
dard TG- 16 | ‘D- ROM {version 





Selecting unri- 
valed will make you 
invincible, and you 
can gain this advan- 
tage with the follow- 
ing Easter egg: |, R, L, 
Me We Be We a lil 
Thanks to Victor Ireland for that ticket to 
long games. 

With the percentage of graphic design 
now done on computers, it’s natural for 
the crossover to video games to be hap- 
pening. Ideally, these designers are se- 
lected on the strength of their previous 
work and portfolios, which the game 
manufacturers have received through in- 
dustry submission practices. More likely, 
however, they get their work like most 
everyone else in the video-game world— 
knowing the right people at the right time. 


My brother received the IBM 


LeChuck’s Revenge, by Lu- 
casArts. When | attempted run- 





ning it according to the manual’s instruc- 


tions, this is what | got on the screen: 
A> Monkey2 
General Failure error reading drive A 
Abort, Retry, Fail? f 
invalid drive specification 


ae Bad command or file name 





PC game Monkey Island 2: 


The same thing occurred when | pur- 
chased The Simpsons’ Arcade Game. Both 
games have “1.4” on the little sticker in 
the lower left-hand corner. The lady at 
Radio Shack said that was the problem, 
but | don’t believe her. Can my computer 
handle these games? It’s a Tandy 1000 TL3 
with a hard disk drive, VGM 200/300 mon- 
itor and a built-in VGA graphics adapter. 

Help me, guys! I’m at the end of my 
rope, and |’m tired of returning all of my 
good games. 

—Kelly Tindall 
Marsden, Saskatchewan 


The woman at Radio Shack 

was not lying to you. Your 

problem is that you do not 

have the high-density disk 
drive required to play the 1.44-megabyte 
3.5" high-density disks. Don’t despair, 
however. Konami will prepare special 
versions of the Simpsons’ Arcade Game 
for your type of disk drive. Call (708) 215- 
5100, and ask for technical support. 

You are out of luck, however, with 
LeChuck’s Revenge. |f you want to play it, 
you're going to have to get a high-density 
floppy drive. 4. 

Please send any questions to: 

IPUTER ENTERTAINMENT, Attn: Q & A 


jishire Blvd., Suite 300 
, aH Hills CA 90210. 
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TAITO CORPORATION 


Hold on to your bicuspids, because Taito has a smashing new 16-bit hockey game for your TurboGrafx-16. First, assemble your 
sas : &] team from our all-star lineup of free agents. (Good looks, bathing, and teeth are 

optional.) Then hit the ice, where you can take your team to the championship 

Ey tournament or face off in a penalty shot contest. It's a grueling, tooth-jarring battle, so 

may the best team win. And may the losers have dental insurance. 





@TAITO 1991, 1992. 


© 1990 LICENSED FROM WILLIAMS ELECTRONICS GAMES, INC. TAITO™ IS A TRADEMARK OF TAITO CORPORATION. 
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+ LUCASARTS, JVC AN G&CE CHALLENGE YOU 
we TO PUT YOUR J LS TO Ui UES IN OUR + ‘ 
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° omen 
USE 
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TO STRIKE DOWN THE LAVA 
eu IMIGNS TER, BLAST MOS BISLEY 
BERELIETS AND SEND TIE FIGHTERS SPINNING 

Ne A te NS | er =) | 2) || 
THE NEWEST AND COOLEST GAME FOR YOUR SNES, ; 
SUPER STAR WARS! 
JUST SEND US A PiGIORE OR A. ViS VIDEOTAPE THAT SHOWS YOUR 
RIGH SCORE FOR SUPER SIAR WARS, ALONG WITH YOUR NAIVIE, ADDRESS 
AND PHONE NUIVIBER. Ir |) REACHES OUR OFFICES By GANUARY 15,1993, AND 
lz MOU =| Se@ri= (2 ONE Oe Pelee =sap alesis wm) yey en VN] l= = 
Teese GREAT PRIZES: 






ee ANI | Dod | ls videos ever made—the Star Wars Trilogy, includ- 


The winner with the highest score will get a one- > Sree... ing the original Star Wars, The Empire Strikes — 
of-a-kind, professionally framed original piece of 7 a Back and Return of the Jedi. The videos come in 





full-color Super Star Wars artwork by Peter Chan, Qi. 4; 7 thelr very own Siar Wars Trilogy case. 
the talented LucasArts creator who served asthe *. ~ 4 ' a a te 
lead artist on the Super NES game! ae Fie AN ig SECOND PRIZE 

: ay Se hae == The next five high scores will earn an incredible 
rit SSe rele x it Ly) Be ae holographic wristwatch that bears a 3-D, image of 
Players who submit the next three highest scores eS WAR Yoda, the revered Jedi master. With this exciting 


timepiece strapped to your wrist, you'll always be 
THIRD PRIZE _ Safe from the Dark Side! 


The next ten top scores will get an official, original, 100% cotton Star Wars T-shirt. 
Send your photos or videotapes, along with your name, address, and phone number before January 15, 1993, to: 
Super Star Wars Contest 
c/o VG&CE * 9171 Wilshire Blvd., Suite 300 « Beverly Hills, CA 90210 
Good luck—and remember, the Force will be with you...always! 

All entries must be received by January 15, 1993. Illegible or incomplete entries are not eligible. LucasArts, JVC, VG&CE and LFP Inc. are not responsible for late, lost or misdirected mail. Employees of LucasArts, JVC, VG&CE, LFP tnc., 
and of their subsidiaries and affiliates are not eligible to win, nor are members of their immediate families. All materials submitted, including without limitation photographs, videotapes and any other mail received at the address shown above 
become the property of VG&CE and LFP Inc. and will not be returned. : 

The use of any “add-on” devices that alter the default parameters of LucasArts/JVC's copyrighted Super Star Wars Super NES game is strictly prohibited for the purposes of this contest. VG&CE and LFP Inc. reserve the right to disqualily 
high scores that have benefited from the use of any such devices, including but not limited to, the Action Replay Pro cartridge by Datel Electronics. 

Contest results will be determined by the VG&CE judges, who shall have complete and sole discretion in selecting the winners. All decisions are final. Any and all taxes on prizes are the sole responsibility of the winners. Winners release 
LucasArts, JVC, VG&CE and LFP Inc. and their subsidiaries and affiliates of any and all obligation in all matters relating to the ownership or use of the prizes. 

Winners grant permission for use of their names, addresses and photos for advertising, promotional or editorial purposes without additional compensation. Contest void where prohibited by law, and otherwise governed by California law. 


will each receive a boxed set of the three hottest 





TAKE THREE OF THESE 
AND CALL YOUR FRIENDS 
IN THE MORNING. 

















We've got just what the doctor ordered. 
These three games for your TurboGrafx- 
} 16 game system are the perfect cure for 
the video game blues. 
In "Neutopia II", you'll have to 
battle the Evil Demon Dirth and his 
fs band of monsters in order to bring 
peace back to the land of Neutopia. 
"Jackie Chan’s Action Kung 
Fu" challenges your skills as 
you chop, kick, and fight 


and obstacles on a South Seas fim 
island if you want to rescue your ; 
bride-to-be. 

And while these games can 
be addicting, they won't harm 
your system. That's because 
they were made for play on the 

TurboGrafx-16 game system, the leader 
of the 16 bit revolution. 

And TurboGrafx is at its lowest price ever, so 
make an appointment to get one soon. But hurry. 









scores of stupid fu's. Or take This stuff is spreading fast, a 
on the bad guys in "New and your friends might & in — 
Adventure Island", where catch it before geze”7 

you'll have to avoid enemies you do. a wom 


JO as 


urbo Technologies, Inc. 


Neutopia Il, Jackie Chan's Action Kung Fu, and New Adventure Island are trademarks of © 1992 Hudson Soft. 
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s anyone who reads VG&CE 
ya Vass the gap between ar- 

cade machines and home 
video-game consoles is closing up ata 
rate that’s surprising most industry ex- 
perts. Only one company, Midway, 
does not have a home software divi- 
sion. Without those potential home 
video-game sales, every cent spent in 
development has to translate into 
quarters. The software must be more 
than eye-catching. 

When Midway decided to do a 
punch-and-kick game, it had to be dif- 
ferent. For Williams, the success of 
Narc showed it had to be digitized and 
graphically appealing as well. 

What went into making Mortal 
Kombat? VG&CE met with Mortal 
Kombat's graphic designer, John To- 
bias, and programmer, Ed Boon, to 
learn the stories behind the people be- 
hind the screen and, most importantly, 
to learn the game’s secret moves. 

Tobias, a former artist for NOW 
Comics who also wrote and drew the 
comic, provided VG&CE with some ex- 
clusive early artwork. Keep in mind 
that these are only color guides, not 
the finished product that will be in the 
high-quality prestige comic format. 

Mortal Kombat will not be sold in 
stores, but you may purchase a copy 
by sending $3 to: 

Mortal Kombat Comic 

1340 W. Irving Park Road, Suite 414 

Chicago, IL 60613 


THE STORY 


The tournament is an ancient prac- 
tice of Shaolin monks. One day, the 
demon Shang Tsung entered the tour- 
nament and, upon winning it, turned it 
into his feeding ground for souls. All 
those entering the tournament are un- 
aware that they fight for more than 
their lives, that is, except for Liu Kang 
and Raiden. 

Each battle is a best- 
two-out-of-three match, 
with the winner continuing 
and the loser shelling out 
another quarter to stay in. 
In the single-player game, 
players will fight all of the 
characters, and then en- %, 
dure matches in which they 
face two characters every 
round. Surviving that, they 
go up against Goro—half- 
man, half-dragon. 

If they survived the 
four-armed beast, they go 
up against Shang Tsung. 
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COMBATING 
MORTAL 
KOMBAT 


gh. teres 


A demon and half- 
dragon await tourna- 
ment survivors. 


His special moves: all of them, 
for he can instantly transform him- 
self into any character. 

Players control their Mortal 
Kombat characters with a joystick 
and five buttons: high punch, low 
punch, high kick, low kick and 
block. 

In addition to the standard se- 
cret moves, each character has a 
special “fatality maneuver” that 
can be attempted when “finish 
him off!” appears. This issue, we 





give you Liu Kang’s. Look for more 
fatal moves in an upcoming Destina- 
tion Arcadia installment. 

What follows is a list of combina- 
tion moves available to all players and 
a detailed description of the charac- 
ters, complete with who played them 
and their secret moves. 

Moves available to all: Foot 
sweep: back & low kick 





The common “secret” moves can be the 
most useful of all. 


Uppercut: down & any punch 

Roundhouse kick: back & then 
high kick 

Throw: (must be close) forward & 
low punch 


THE CAST 


Liu KANG 





Liu Kang may 
know what Shang 
Tsung is, but this 
is not a contest of 
knowledge. 


Age: 24 

Height: 5’ 10" 

Weight: 185 

Hair: Black 

Eyes: Brown 

Legal Status: Citizen of the Peo- 
ple’s Republic of China 

Known Relatives: Lee Kang, fa- 
ther (deceased); Lin Kang, mother (de- 
ceased); Chow Kang, brother (where- 
abouts unknown) 

Birthplace: Hunan Province, China 

Background/reason for entering 
the tournament: A Hunan monk, Liu 
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For the super low 
price of 


$65 | 


you could choose 
the Super System 
Card without the 

extra software. 





But, for the low price of 


$95 





you get the Super 
System Card 





You will also receive three 


games in one CD: 
Gate of Thunder 
Bonk’s Adventure 


Bonk’s Revenge 
e 
s oO 
is Y T™ © 1992 RED ee 
The Super System Card will add to your thrills with the addition of i 


Ce S50 Value ; 


~ Coupon Booklet * 


four times the memory capacity of the older TurboGrafx-CD games. 
With this increased storage, you will experience incredible sound and « ; 
scaling graphics. TurboGrafx-CD system users have no worries! With : ere eee . 
the Super System Card you will have all the power of a Turbo Duo * _ TurboChip or CD software foruse 
System. It completely enhances the TurboGrafx-CD system so . ~ 


in the TurboGrafx systems. This offer 
is a great way to expand your game 
you can play all the awesome CD games! 


®, software library. Your only problem aS 


e is choosing which games to me 
These Super CD Games figs Ueetne coun mein one 


_COMING SOON! vedo uine ee 


(OLY YS 














Dragon Slayer 
October '92 
$49.99 


ek Sah Ovens Arona Didi one DNC Ubi Os 
Shape Shifter Prince of Persia 

October '92 October '92 
$49.99 F $49.99 


Shadow of the Beast Loom 


October '92 November '92 
$49.99 $49.99 





assy 


mage Sisevesls tor age eee ONT Lp stain Do she = 
Forgotten Worlds Camp California Winds of Thunder Dungeon Explorer II Riot City 
November '92 January '93 (Tentative Title) March '93 March '93 
$49.99 $49.99 February '93 $49.99 $49.99 
$49.99 





To order call: 1-800-995-9203 


CIRCLE #139 ON READER SERVICE CARD. 


is the only one besides Raiden who 
knows Shang Tsung is a demon, and 
he’s trying to win back the tournament 
from his evil influence. 

Actor: Hosung Pak 

Hosung played Rafael in the TMNT 
movies. Also, during a break in the 
filming of Mortal Kombat, he began 
doing cartwheels, which became the 
basis of Liu Kang’s fatal move. 


SPECIAL Moves 
Fireball: forward, forward, high 
punch 
Flying kick: forward, forward, 
high kick 
Fatality: spin the joystick toward 
opponent 


JOHNNY CAGE 





Stallone, Schwarzenegger and Van Damme? 


Real Name: John Carlton 

Age: 29 

Height: 6’ 1" 

Weight: 200 

Hair: Brown 

Eyes: Blue 

Legal Status: Citizen of the USA 

Known Relatives: Robert Carlton, 
father; Rebecca Carlton, mother; Cindy 
Ford, ex-wife 

Birthplace: Venice, California 

Background: John Carlton is a 
major box-office star in the U.S. 
whose sole purpose in the tournament 
is to gain further notoriety. 

Actor: Danny Pesina 

Danny played several of the foot 
clan soldiers in the TMNT movies. 


SPECIAL Moves 
Green firebolt: back, forward, low 
punch 
Shadow kick: back, forward, low kick 
Groin punch: block & low punch. 
Note: This will not work on Sonya or 
Cage’s double. 
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Listen for the “clang” everytime he uses 
his head butt. 

Age: 35 

Height: Six foot 

Weight: 205 

Hair: Black 

Eyes: One brown, one infrared 

Legal status: Unknown 

Known relatives: None 

Birthplace: Unknown 

Background: A mercenary with 
the Black Dragon society, he’s wanted 
in several countries and has entered 
the tournament because he enjoys the 
violence. Kano lost his right eye, and 
has replaced it with an infrared one. 

Actor: Rich Divizio 

Rich also worked as a foot soldier 
in the TMNT movies. 


SPECIAL Moves 
Spin: spin joystick. To spin in one 
place, push block, while spinning. 
Knife throw: block & wiggle joy- 
stick back and forth 
Head butt: high punch at close range 


RAIDEN 


ea 
PE i ety 





Arcana: : 
Raiden’s proof that gods travel any way 
they want to. 








Age: Eternal 

Height: Seven foot 

Weight: 350 

Hair: Black 

Eyes: None 

Legal Status: Whatever pleases 
him 

Background: A thunder god in 
Japanese mythology, Raiden loves to 
fight and womanize. 

Actor: Carlos Pesina 

Raiden is patterned visually after 
one of the mythical beings in Big 
Trouble in Little China. 

Carlos was too young to work on 
the earlier TMNT movies, but was the 
stunt double in TMNT III for Casey 
Jones. 

While filming Mortal Kombat, Car- 
los’ hat kept falling off every time he 
got up from a knockdown. John exper- 
imented on the computer with him 
being redrawn from the feet up, and 
this evolved into Raiden’s teleporta- 
tion skill. 


SPECIAL Moves 
Lightning: quarterspin from down 
to forward, low punch 
Flying attack: back, back, forward 


SCORPION 
















i 





tea STUNNING 


Underneath that snazzy yellow costume is 
@ body forged in hell. 


Real Name: Unknown 
Age: 32 

Height: 6' 2" 

Weight: 210 

Hair: Black 





VipeEoGameEs & ComputTerR ENTERTAINMENT 


SIRCLE #140 ON READER SERVICE CARD. 


THE ONLY GAME IN TOWN. 








Eyes: Varies 

Legal status: As a hellspawn crea- 
ture, he has none. 

Background: A peaceful husband 
and father in his previous life, he was 
murdered by Sub-Zero. Demons 
granted him a new body to avenge 
his death in the arena. His similar 
costume is intended to mock Sub- 
Zero’s. 

Actor: Danny Pesina 


SPECIAL Moves 
Harpoon: back, back, low punch 
Teleport punch: quarterspin from 

low to back, high punch 


aN he BES. 
The confrontation before combat. 


SusB-ZERO 


it's visually unimpressive by comparison, 
but don’t forget Sub-Zero’s sliding attack. 
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Real Name: Unknown 

Age: 32 

Height: 6' 2" 

Weight: 210 

Hair: Black 

Eyes: Brown 

Legal Status: None 

Known relatives: None 

Birthplace: Unknown 

Background: Sub-Zero is a mem- 
ber of the Lin-Kuei assassins and has 
entered the tournament seeking glory 
and a chance to kill someone who 
might be a challenge. 

Actor: Danny Pesina 

The Lin Kuei is an ancient Chinese 
sect, some members of which traveled 
to Japan and became the basis for 
“ninjas.” 

SPECIAL Moves 

Freeze ray: quarterspin from down 
to forward, low punch 

Slide: back & bottom three buttons 


SONYA BLADE 






of Sonya’s sonic blasts. 


Age: 26 

Height: 5' 10” 

Weight: 140 

Hair: Brown 

Eyes: Blue 

Legal Status: Citizen of the USA 
Known relatives: Major Herman 


Blade, father; Erica Blade, mother; 
Daniel Blade, twin brother (deceased) 


VipeoGames & CompurTerR ENTERTAINMENT 


Sorry, it's too late to back outnow. __ 


Birthplace: Austin, Texas 

Background: A lieutenant in the 
U.S. Army, she was leading a special 
paramilitary unit investigating Shang 
Tsung, which was captured by the 
demon’s forces. She’s fighting for the 
lives of her comrades. 

Actress: Elizabeth Malecki 

Mortal Kombat originally had only 
the six male characters. The game was 
already in a few test locations when 
the designers decided to spend the 
extra month-and-a-half adding her. 
Elizabeth’s an aerobics instructor and 
ballet student. 


SPECIAL Moves 
Leg throw: down & bottom three 
buttons 
Flying attack: forward, back, high 
punch 
Sonic rings: low punch, back, low 
punch 


thanks to bas 
Ganburl acca. Robinson 
| in Los Angeles, David Ead- 
ington and Doselle Young 
for their help in preparing a 


_ this survival guide. 2 








FIREPOWER 2000" 


THE EVOLUTION OF POWER. 


Command devastating power on land and in the air. 
Launch a ground assault with laserforce tanks. Strike 
with destructive force using hyperfire aircruisers. Master 
the ultimate weapons. Firepower 2000” For one or two 


players. Only from Sunsoft? 


SUNSOFT 


SUNSOFT? is a registered trademark of Sun Corporation of America. © 1992 Sun Corporation of America. Nintendo, Super Nintendo 
Entertainment System and the Official Seals are registered trademarks of Nintendo of America Inc. © 1992 Nintendo of America Inc. 


CIRCLE #141 ON READER SERVICE CARD. 


WE PAY YOU 
Ninja Kid $4 
Noahs Ark 24 
Nobun Ambtn 12 
Nobun Ambin2 36 
North & South 20 
Nosferatu 24 
Operation Wolf 
Orb 3D 
Othello 
Over Horizon 
Overlord 
P Radicus 
Pacman 
Pacmania 
Palamedes: 
Panic Restrnt 


WE PAY YOU 
Shooting Range $14 
Short Order 
Side Pocket 
Silent Assault 
Silent Service 
Silk Worm 
Silver Surfer 
Simpsons | 
Simpsons 2 
Simpsons BysRM 
Skate Or Die 
Skate Or Die 2 
Ski Or Die 
Skull & Crsbns 
Sky Kid 
Sky Shark 
Slalom 
Smash TV 
Snake Rattle 
Snakes Revenge 
Snoopys Sprts. 
Snow Brothers. 
Snow White 
Soccer 
Solar Jetman, 
Solitaire 
Solomans Key 
Solstice 

ace Marine 


WE PAY YOU 


Journey Silius 
Joust 
te Champ 
te Kid 
Karnov 
Kickle Cubicle 
Kickmaster 
Kid Icarus 
Kid Kool 
Kid Niki 
King Neptune 
King or Kings 


RECEIVE$ 
UP TO = 


(When selling us your games) 


WE PAY YOU 
10 Yard Fight 


WE PAY YOU WE PAY YOU 


Casino Kid $26 aria, $36 
1942 Castelian 12 anadu 5 
1943 Castle Deceipt 12 x the Cat 26 Paperboy 
720 s Castle Dragon 6 Ferrari GP 24 Paperboy 2 
Castlequest Fester’s Quest 4 4 ider t Fit 
C castlevania Fighting Golf LT 'y Krtrs 
ghting Smltr Krion Conquest 
ul Fantasy Krustys FH 
> Hawks Kung 
Hse Rsce Pinball 
ist OF N Star ‘ Pinball Quest 
lash 32 Pinbot 
light Intruder Pipe Dream 
lintstones Pirates 
Flying Dragon Platoon 
Flyng Warriors Play Act Ftbl 
Formula | Pool Radiance 
Frankenstein Popeye 
Freedom Force POW 
Friday 13th Power Punch 
Fun House Lethal Wpn 3 Powerblade 
i Life Force Powerblade 2 
Litl Lg Bsbl Predator 
Lit! Mermaids 2 Prince Persia 
Lit Ninja Bros Pri nes Tomato 
Lit! Nmo DrMstr Pro Am Racing 
Litl Samson Pro Wrestling 
Lode Runner Punch Out MT 
Lone Ra Punisher 
Loopz Puss & Boots 
Lost in Vegas Puzzle 
Low G Man Puzznic 
Lunar Pool Pyramid 
Mach Rider h Q Bert 
Mad Max Qix 
at Cnsprey Quant Fighter 
Jhnsn Bskb Quattro Ady 
herezade Quattro Ared 
Candle Quattro Sports 
Darts 


Kings Qst 5 
Kiwi Kraze 
h Ball 


Abadox 
Addams Family 
Ady Byu Billy 2 Castlevania 3 
Ady Dino Riki : CaveMan Gms. 
Adv Island Chall Dragon 
Adv Island 2 Champ Bowling E 
Ady Island 3 Chessmaster le 
Ady Of Lolo Chiller Ei 
Adv Of Lolo 2 Chips Chall a 
Ady Of Lolo 3 Chubby Cherub 
Adv T Sawyer Circus Caper 
After Burner City Connection 
Air Fortress 2 Clash At Dmnhd 
Airwolf a Classic Cnent 
Al Unser Clu Clu Land 
Alien Syndrome Cobra Command 
Aliens 3 Cobra Triangle 
All Pro Bsktbl Code Nm ‘| 
Alpha Mission Color a Dino 
Amagon Commando 
adiators Conan 
Conflict 
Cong Xtal Plee 
Contra 
Contra Fe 
Corvette 
Cowboy Kid 
Crash Dummies 
Crazyland 
i 


Pictionary 


fi Of Kage 
ndary Wngs 
nds Dmnd 


Spiderman-Sin 6 
Lemmings i 


Spiritual War 

Spot The Game 

Shy Hunter 
Spy vs Spy 


Gauntlet 
Gauntlet 2 
Gemfire 
Genghis Khan 
George Frmn. 
Ghost Bstrs 
Ghost Bstrs 2 
Ghosts & GbIns 
Ghoul School 
GI Joe 

GI Joe Au 


Arch Rivals 
Archon 
Arkanoid Game 
Arkistas Ring 
Astyanax. 
Athena 
Athletic World 
Attck KIr Tom 
Baby Boomer 
Back Futr 
Back Futr 2/3 
Bad Dudes 
Bad News Bsbl 
Bad St Brawler 
Balloon F 

Band K 


Cybernoid 
Dance Aerobes 
Darkman 
Darkwing Duck 
Dash Galaxy 
Daydrm Davey 
Days Of Thndr 
Deadly Towers 
Death Race 
Deathbots 
Def Dyn City 
Def Of Crown 
Defender 2 
Deja Vu 
Demon Sword 
ert Command 
arth Str 

Destiny Of Emp 
Dick Tracy 
Die Hard 

ig Dug 2 


Stunt Kids 
Superman 

Supr Cars 

Supr Contra 
Supr Ddge Ball 
Supr Glve Ball 
Supr Jeopardy 
Supr Mario 
Supr Maric 

Supr Mario 3 
Supr Mr/Dk Ht 
Supr Mr/Dk/Trk 
Supr Off Road 
Supr Pitfall 
Supr Spk Vlybl 
Supr Spk/WCSoc 
Supr Sprint 
Supr Spy Hntr 
Supr Tm Games, 
Swamp Th 
Swordr 


Godzilla 
Godzilla 2 

Gold Mdl Clg 92 
Golf 

Golf Grandslam 
Golf Pebble Bch 
Golf Power 
Golgo 13 
Goonies 2 
Gotcha 


Rad Racket 
Raid! 2020 


ippyland 

Marble Madns 
0 Brothers: 

Marvels X-men 
Master Chu 
Matchbox Rers 
Me Kids 
Mech Attack 
Mega Man 
Mega Man 2 
Mega Man 3 
Mega Man 4 
Mega Man 5 
Menace Beach 
Mendel Palace 
Metal Fighter 
Metal Gear 


Bards Tale 
Baseball 
Baseball Smltr 
Baseball 
Baseball 

Bases Loaded 
Bases Loaded 2 
Bases Loaded 3 
Basewars 
Batman 

Batmn Rtn Jkr 
Batman Returns 
Battle Chess 
Battle Olympus. 
Battle Tank 
Battle Toads 
Bee 52 
Beetlejuice 
Bible Advntrs 
Big Brd Hd&Spk 


Rally Bike 
Rambo 
Rampage 
Rampart 

RBI Baseball 
RBI Bsbl 2 

RBI Bsbl 3 
Remote Control 
Renegade 
Rescue Emb Mis 
Rescue Rangers 
Ring King 

Rivr Cty Rnsm 
Road Blas 
Road Runner 
Robin Hood 
Robo Cop 
Robo Cop 2 
Robo Cop 3 
Robo Demons, 
Robo Warriors 
Rock N Ball 


nd Prix 
mlins 2 
Guardian Lend 
Guerilla War 
Gum Shoe 
Gun Nac 
Gunsmoke 
Gyruss 
Hammrn Harry 
Harlm Glbtrtrs 
Hatris 
Heavy Barrel 
Heavy Shreddin 
Heros Of Lance $ al Storm 
High Speed Metroid 
Hillsfar Mich! Andretti 
Hogans Alley Mickey Mouse 
Hollywood Sqrs. Mickey's Drm Bln 2: 
Home Alone Mickey” ri 
Hook Micro Machines 
Hoops 5 29 Rocket Ran, 
Hudson Hawk ht & Magic Rocke 
Hunt Red Oct Mighty BmbJck 5 Roc 
Hydlide Millipede Rocky 
1 Can Remember Milon See Cstl Rocky & Bllwnkl 
Ice Climber Mini Putt Rog Clmns Bsbl 
Ice Hockey Mission Cobra Roger Rabbit 
Ikari War Mission Imp Roller Ball 
Ikari W Monopoly Roller Games 
Ikari Wi Monst Trk Rly Rollerblade Racer 
Monster Party Rolling Thunder 
Monster/Pocket Romne 3 Kgdms 
Moon Crystal Romne 3 Kgs 2 
Moon Ranger Roundball 
Motr City Purl Rush N Attack 
Mr Gimmick I 
Ms Pacman 
MULE 


Disney ‘Adv 
Dizzy 
Donke: 
Donkey 
Donky Kng 
Donky Kn 
Donky Kn: 
Double Dz 
Double Drag 
Double Dr: 
Double Dr: 
Double Dribble 
Double Strike 
Dr Chaos 

Dr Jekyll/Hyde 


Kong 


Math 
d Adv 2 
Bio Force Ape 
Bionic Cmmndo 
Black Bass 


uUnbee 


cmo NBA 
Tecmo Wld Wst 
Teen MNT 
Teen MNT 
Teen MNT 3 


WENA 


Blazebuster: 
Blue Marlin 
Blues Bros 

Bo Jackson 
Bomberman 
Bomberman 2 
Boomerang Kid 
Boulder Dash 
Boy & His Blob 
Brainies 
Breaking Pool 
Breakthru 
Bubble Bobble 
Bucky O Hare 
Bugs Bny Cstl 
Bugs Buny Bday 
Bump & Jump 


Terminator 
Terminitor 


Three Stooges 
Thunderbirds, 
Thundereade 
Thundr & Litng 
Tiger He! 
Tiles Of Fate 
Time Lord 
Muppet Adv Times Of Lore 
Muscle s Tiny Toon 
Dyno Warz Mutant Virus ion Z 5 Tiny Toon 2 
Elev Action i 4 Mystery Quest 5 Seicros $ To The Earth 
dlim Boat Dual Jackie Chan KF b : e St 123 4 Toki 

5 Jaws 4 Tom & J 

Jeopardy Tombs & 
Jeopardy Jr Toobin 

Top Gun 
Top Gun 2 
Total Recall 
Totally Rad 
Touchdwn Fv! 
Tower Radia 


Imp Mission 2 2 
Ind Jns Doom 
Ind Jns Lst Cr 
Infiltrator 

Iron Sword 
Iron Tank 
Isolated Warr 
Jack & Bnstlk 
ack Nick Golf 


Duck Hunt 
Duck Tales 
Dudes W/T' Aes 
Dungeon Ma 
Dusty Dia canal 


xodus 
Fl Hero 
F tity Wars 
rt ike E 
Family Feud 
Fantasy Zone 


Jetsons 

Joe & Mac 
John 

Jordan vs Bird 


Shingen Ruler 
Shinobi 

Shock Wave 
Shogun Maeda 


Sndiego 
Cartoon Wrkshp 


BNuwewvs 


moe 


10120 W. 76th Street 
FUNCO, INC. eden Prairie, MN 55344 
To Sell Us Games: Call us first for current prices. Prices based on 
game, instruction manual and original box. Subtract $1.00 for missing 
manuals and $3.00 for missing boxes.(Due to a 3 month lead time to 
place this ad, our buy prices may be different) We reserve the right to 
refuse any purchase or sale. 


CALL FUNCO! 


WE PAY YOU 
Town & Country 
Town & Cntry 2 
Toxic Crdsrs 


Ultima | Exodus 
Ultima 2 Qst 
Ultima 3 

Ulunt Air Cmbt 
Ulumt Bskbl 
Ulhtmt Journey 
Ultmt Soccer 
Ultmt Stuntmn 
Ultra Golf 
Unehrtd Waters 
Uninvited 
Uninvited 2 
Untouchables, 
Uphoria 

Urban Chmpn 


Venice Bch Vbl 
Vice Proj Doom 
Videomation 
Vindicators 


Wally Bear 
Wayne Grtsky 
Werewolf 
Wheel Fortune 
Wheel Frin Fam 
Wheel Frtn Jr 
Wheel Frin Vna 
Where's Waldo 
Whomp'em 
Widget 

Wild Gunman 
Willow 

Win Lose Draw 
Winte Games 


Wizrds & Warrs 
Wizrds& Warr 3 
Wolverine 
World Champ 
World Chmp Wr 
World Cl Trk 
World Cup Scer 
World Games 
World Runner 
Wrath BIk Mnta 
Wrecking Crew 
Wrestlemania 
Wurm 

WWF Challenge 
WWF Steel Cg 
Xenophobe 
Xevious, 

Xexyz 

Yo Noid 

Yoshi 

Young Indy Jns: 
Zanac 

Zeld 

Zelda 2 

Zombie Nation 


ACCESSORIE: 
Control Deck 
AC Pwr Sply 
Ady Joystick 
Atl kanoid Chl 


Carry Case/Sm 
Comp Pro 
Double Player 
Epyx Joys 

Ext Cord Sirla 
Four S 
Game G ne 
Game Holder/Lg 
Game Holder/Sm 
Joy Card 

Light Gun 

Mega Joypad 
Mise Joypad 

lise Joystk 

NES Max Joypad 
Power Glove 
Power Pad 
Quick Shot Rnd 
RF Adapter 
Rock N Roller 

Satelite 
Si gle Wireless: 
Star Mstr Jystk 
Suprcontroller 

U Force 

Ult Joystick 

Ult Wireless, 
Wizmaster Jystk 
Zipper Cnurl 


1 
WN 


DhwunN« 


612°946-8883 


SUPER NES 


WE PAY YOU 
Act Raiser $28 


Addams Family 
Ady Island 
Aliens 3 

Amaz 

Amer 


Bat in Rvng Jke 
Batlle Blaze 
Battle Clast 
Best of Best 
Big Run 
Bill Laimbeer 
Biohazard 
Blaze On 
Blues Bros 
Brainies 
Bulls vs Blazers 
Buster Bros 
Cal Ripken Bsbl 
f Games 2 
astlevania 4 
aveman Ninjit 
Chessmaster 
Chester Cheetah 
Chiller 
Chuck Rock 
Claymates 
Clue 
Combatribes. 
3 


Contry 
Cool Wor Id 


D Force 
Darius Twins 
David Robinson 
Death Valley 
Desert Strike 
Dino City 
Dominus 
Dragons Lair 
Drakkhen 
Dream TV 
Dungeon Mstr 
Earth Dfns Fre 
Empire Srks Bk 
Equinox 
Extra Innings 
F 1 Roc 
F 117A Stealth 
F 29 Retaliator 
F Zero 

ables & Frnds 

eball 2000 
‘amily Dog 
inal Fantasy 2 


Gem Fi 

Geot 

Goul 

Gods. 

Golden E 
Golden 
Gradius 2 

Great Waldo Srch 
Gunforee 

Hit the Ive 
Hole In One 
Hook 

Home Alone 
Home Alone 2 
Hook 

Hunt Red Oct 
Hyper Zone 
Jack Nick Golf 
Jellybean 
Jeopardy 

Joe & Mac 
John Madn 92 
John Madn 93 
Kablooey 
Kawasaki Chilng 
King Arthur 
King/Mnstrs 
Krustys FH 
Lagoon 
Legnds Dmnd 
Lemmings 
Lenus. 

Lethal Wpn 3 
Lit! Samson 


¢ Johnson 

> Quest 
Magic Sword 
Mario Kart 
Mario Pnit(-mouse) 
Mech Warrior 
Metal 
Metal Masters 
Might & Mge 2 
Monopoly 
Musha 

Football 


NCAA Bskthl 
NHLPA 93 
Noln Ryn Bsbl 
On The Ball 
Out of World 
Outlander 
Overlord 
Panic Restrnt 
Paperboy 2 


30 
38 
28 
28 
32 


28 
28 
28 
28 
34 
2x 
14 
26 


WE PAY YOU 


Pebble Beach $34 
PGA Tour Golf 38 
Phalanx 28 
Pilot Wings 30 
Pitfighter 30 
Play Ball 

Populous 

Powerblade 2 

Pro Qback 

Pro Tennis 

Push Over 

Q Bert 

Race Drivin’ 

Radio Flyer 

Raiden 

Rampart 

Rap Quest 

Return Jedi 

Rival Turf 

Robo Cop 3 
Robosaurus. 

Rocketeer 

Rocky & Blwnkl 

Rog Clmns Bsbl 
Rollerblade Rer 
Romne 3 King 2 

RPM Racing 
Shadowrun 


Sim Earth 
Simpsons Bart 
Skins Game 


Space Mefre 
Spanky's Quest 
Special Tee Sht 
Spellcraft 
Spidermn/X Men 
Spindizzy 

Star Battle 

Street Fir 2 

Strike Gunner 
Superman 

Supr Batter Up 

Supr Bsbl Sim 

Supr Bses Lded 

Supr Bilnk 

Supr Biltoads 

Supr Conflict 

Supr Db! Drgn 

Supr Db! Drbl 

Supr Ghouls. 

Supr Goal 

Supr F 1 

Supr High Impct 

Supr Mario Wid 

Supr NFL 

Supr Ninja Boy 

Supr Off Road 

Supr Play Act FB 
Supr Powr Pach 

Supr R Type 22 
Supr Sep Gm(6in 1) 20 
Supr Shdw Bst 2 
Supr Slam Dunk = 28 
Supr Smash TV 28 
Supr Soccer 


Supr Tennis 
Supr Valis 4 
Teen MNT 4 
Terminator 2 


Time Zone 
Tiny Toons 
Tom & Jerry 


Tom & Jerry 
Top Gear 
Toxic Crsdrs. 
Ultrabots 
Ultraman 

UN Squadron 
Univers! Sldr 
Utopia 


ile ce 
Warpeed 
Wheel Fortune 
Whirlo 
Wing Comndr 


Wizardry 
Wordtris 
World Lg Soccer 
Wrestlemania 
WWE Steel Cg 
X Zone 

irdion 

s3 
Young Indy Jns 
Zelda 3 


ACCESSORIES 
Contrl Dk(letrl) $92 
Controller 14 
Ascii Pad I4 
Carry Case 6 
Controllr Qksht 12 
Mario Pnt Mouse 14 
Supr Scope 18 












WE PAY YOU 
Abrams Blink — $22 
Aerial Assault 26 
After Burner 2 18 
Air Diver 8 
Airbuster 12 
Alex Kidd 10 
Alien Storm I4 
Aliens 3 26 
Aliens vd Prdtr 44 
Alisia Drgn 20 
Altered Beast 4 
Amazing Tennis 26 
American Gldtrs 26 
Andre Agassi 26 
Annet 26 
Arch Rivals 22 
Arcus Odyssey 24 
Arrow Flash 5 
Art Alive 24 
Atomic Robo Kd 8 
Attack Sub 26 
Back Futr 3 26 
Baseball 26 
Batman 16 





Batman Rtrn Jkr 26 
Batman Returns 28 









Battle 16 
Battle 10 

gs 26 
Beast Warriors 26 
Beanball Bny 26 
Beast Wrestler 22 
Bimini Run 12 
Biohazrd Btl 26 
Block Out 20 
Blue Alm Curse 30 
Bonanza Bros 22 
Breach 26 
Buck Rogers 20 
Budokahn 6 
Bug Wars 26 
Bulls vs Lakers 38 
Burning Force 8 
Bustr Dgls Bxg 12 
Cadash 26 
Cal Ripken Bsbl 26 
Caliber 50 12 
Calif Games 24 
Capt America 26 
Carmn Sndgo 24 
Carmn SD Wrld 26 
Centurion 16 
Chakan 26 
Chase HQ 2 26 
Chessmaster 26 
Chester Cheetah — 26 
Chuck Rock 32 
Clue 26 
Coast to Coast 26 
Cobra Command — 26 
Columns 16 
Crack Down 20 
Cross Fire 20 
Crue Ball 26 
Curse 26 
Cyber Cop 30 
Cyberball 12 
Cyborg Just 22 
Dando 26 
Dark Castle 8 
David Robinsn 28 
Deadly Moves 26 
Death Duel 32 
Decap Attack 14 
Desert Strike 28 
Devilish 28 
Dick Tracy 10 
Dinoland 24 
DJ Boy 12 


Double Clutch 26 
Double Dragon 26 





Dragon's Fury 26 
12 
E Swat 12 








WE PAY YOU 
Earl Weaver $28 
Earnest Evans 24 
El Viento 26 


Element! Mastr 26 
nder Hlyfld 26 
Mutants 26 
ile 28 
5StrkEgl2 26 

















Intereptr 22 

8 

18 

8 

5 

20 

Fighting Mastrs 26 
Final Zone 10 
Fire Shark 14 
Flicky 18 
Flintstones 26 
Forgotn Wrlds 6 
Gaiares 16 
Gain Ground 14 
Galahad 26 
xy Force 2 16 
Gemfire 26 
George Frmn 32 
Ghost Bstrs 5 
Ghouls Ghosts. 12 
Gods 26 
Golden Axe 10 
Golden Axe 2 18 
Golf 18 
Granada 6 
26 

26 

24 

Guardn Angels. 24 
Hard Drivin’ 18 
Hardball 10 
Heavy Nova 24 
Hellfire 12 
Herzog Zwie 16 
Hit the Ice 28 
Home Alone 26 
Hook 26 
Hooves Thndr 26 
Humans 26 
Immortal 30 
Insector X 8 
Ishido 8 
James Bond Jr 26 
James Pond 12 
James Pond 2 18 
26 

26 

26 

14 

Joe Mntna 8 
Joe Mntna 2 20 
Joe Mntna 3 32 
John Madn 10 


John Madn 92 30 
John Madn 93 32 


Jordan vs Bird 24 
Junction 12 
Ka Ge Ki 18 
Kabuki 26 
Karate Blazers 26 
Kargeti 2 26 


Keeper of Gates 26 
Kid Chameleon — 28 


King Salmon 28 
King/Monsters, 26 
Kings Bounty 16 
Klax 12 
Krustys FH 22 
Lakers Celtics 10 
Last Battle 6 
Lemmings 36 
LHX Atk Chpr 26 
Lit! Mermaid 26 
Lotus Turbo 26 


Marble Madns 24 


WE PAY YOU 


Mario Lemieux 
Marvel Land 
Master Mnstrs 
Maverick-SFG 
Maze Hunter 
Meres 

Metal Fangs. 
Michl Jksn Mwk 
Mick & Mack 
Mickey & Dnld 
Mickey Ms Cstl 
Midnght Rstnce 
Might & Magic 
Mike Dtka Fbl 
Missile Defense 
Monopoly 

Ms Pacman 
Muhammad Ali 
Musha 

Mystic Defendr 
Mystical Fghtr 
NBA All Stars 
NHL Hockey 
NHLPA 93 
Nolan Ryan 
Olympic Gold 
Onslaught 

Out of Wrid 
Outlander 
Outrun 
Pacmania 
Paperboy 

Pat Rily Bskbl 
PGA Tour Golf 
Phant Star 2 
Phant Star 3 





Pigskin Ftbrawl 
Pitfighter 
Populous 
Power Monger 
Powerball 
Predator 2 
Quackshot 
Quad Challenge 
Race Drivin’ 
Raiden Trad 
Rambo 3 
Rampart 

Rastan i 
RBI Bsbl 3 
RBI Bsbl 4 
Revenge Shnobi 
Rings Of Power 
Road Blasters. 
Road Rash 

Road Rash 2 
Road Riot 4WD 
Rocky 

Roger Clemens. 
Rolling Thndr 2 
Romne 3 Kngs 2 














Saint Sword 
Shadow Beast 
Shadow Beast 2 
Shadow Blaster 
Shadow Dancer 





ng Drkns 
Shove It 

Side Pocket 
Simpsns-B vs SM 
Skull & Crssbns 
Slaughtr Sprt 
Slime World 
Smash TV 





Sonic Hdghog 
Sonic Hdghog 2 
Sorers Kngdm 


$14 


22 
28 
26 
26 
18 
26 
10 
26 
26 
16 
10 
24 

6 
28 
26 
24 
26 
18 


26 
20 

6 
34 
26 
28 
22 
26 
26 
14 
30 
26 
12 
34 
26 


CALL TODAY! 


All Games Come With A 
90-Day Warranty! 





| (WETS Ciger-1 ce) | 


QUICK DELIVERY! 








WE PAY YOU 


Space Harrier 2 
Space Invaders 
Speedball 2 
Spiderman 
Splatterhouse 2 








Star Odyssey 
Steel Empire 
Stormlord 
Stormlord 2 


Street Smart 
Streets Rage 
eets Rage 2 
ider 

Strider 2 
Superman 

Supr Bultank 
Supr Hang On 
Supr High Impet 
Supr Hydlide 
Supr Monoco GP 
Supr Mnco GP 2 
Supr Off Road 
Supr Thndr Bld 
Supr Vlybl 
Swampthing 
Sword Sodan 
Sword Vermlion 
Syd Valis 

pin 

Target Earth 
Task Force Harr 
Tazmania 













Techno Cop 2 
Terminator 
Termintr 2-Arcade 
Termintr 2-Jdgmnt 
Test Drive 2 
Thomas Tank 
Thunder Fox 
Thunder Free 2 
Thunder Free 3 
Toe Jam & Earl 
Toki Ape Spit 
Tom Lsrda Bsbl 
Toys 

Trampln Terror 
Traysia 

Troubl Shootr 
Truxton 

Turrican 

Twin Cobra 

Two Crd Dudes 
Ultmt Qix 
Uncharted Wtrs 
Valis 
Valis 
Vapor 1 
Wardner 
Warrior Rome 


















$5 
22 
20 
16 
22 
30 
20 


26 
20 
4 
34 
12 
26 
26 
26 
12 
26 

5 
12 
26 
32 
I4 
18 
32 

=} 
12 
26 
26 

5 
20 
28 
26 
10 
26 
30 
34 
34 
36 
26 
16 

6 


Warrior Rome 2 26 
Warrs Etnl Sun 26 
Warsong 24 
Wheel Fortune 30 
Where's Waldo? 26 
Whip Rush 8 
Wings Of Wor 10 
Winter Ching 16 
Winter Games 22 
Wonder Boy 22 
Wrld Cls LB Golf 26 
Wrld Trphy Socr 26 
WWF Wrstlng 26 
Xenon 2 26 
Yi8i3 22 
Zany Golf 8 
Zillion 26 
Zombie High 26 
Zoom 8 
ACCESSORIES 

Control Deck $88 
AC Pwr Sply 6 
Car 8 

y Case/Sm 4 
Comp Pro 12 
Controller 14 
Din Cable a 
Game Holder 10 
Mise Joypad 8 
Misc Joystk 8 
Power Jystk 24 
Powr Bs Cnyrtr 10 
RF Adaptor 6 
Tac 50 Joystk 6 
































b 
c. 
d 


WE PAY YOU 
4in |} Funpack = $14 
Addams Family I4 
Adv Island 16 
Adv Of Star Svr 8 
Aerostar 12 
Aliens 3 14 

6 

8 

Amazin, 16 
Amazing I4 
Asteroids 14 
Atomic Punk 16 
Auck Kir Tom 16 
Balloon Kid 10 
Barbie I4 
Baseball | 
Bases Loaded 12 
Batman 10 
Batmn Rtn Jkr 24 
Battle Bull 14 
Battle Tank 2 14 
Battle Toads 16 
Battle Unt Zth 10 
Beetlejuice 26 
Best of Best 4 
Bill & Ted Adv 14 
Black Bass 14 
Blades Steel 18 
Blastr Mstr 16 
Bo Jackson 14 
Boggle 14 
Boomer’s Ady 4 
Boxxle 6 
Boxxle 2 14 
Brain Bender 12 
Bubble Bobble 20 
Bubble Ghost 16 
Bugs Bny & 
16 

12 

14 

20 

16 

Castlevania Ady 4 
Castl 6 
Cat Trap 12 
Chase HQ 10 
Chessmaster 12 
Choplifter 2 10 





































Ax Battler 
Batter Up 

Chase HQ 
Chessmaster 
Chuck Rock 
Clutch Hitter 
Columns 
Crystal Warriors 
David Robinson 
Devilish 
Donald Duck 
Dragon Crystal 
Fantasy Zone 
G-Loc 

George Frmn. 
Halley Wars 
Joe Mntna 
Junction 
Leaderbrd Golf 





$20 
16 
16 
16 
16 
16 


SELLING YOUR GAMES IS QUICK AND EASY!! 

Call our friendly FUNCO agents at (612) 946-8883 first for 

current prices. After you call, you'll be asked to do these things: 
a. 


Alphabetize the games you wish to sell on this list. 


Indicate whether or not your games have the box or manual. 


Write the number and name of the agent you spoke with. 
Ship your games A.S.A.P. and your list to: 


FUNCO, INC. 


10120 W. 76th Street, Eden Prairie, MN 55344 


GAME BOY 


WE PAY YOU 


Cosmo Tank 
Crash Dummies 
Crystal Quest 
Cye Grnd Prix 
Cyraid 





jain Opus. 
Darkman 

Days Of Thndr 
Dead Ht Scrmbl 
Dexterity 

Dick Tracy 
Doomsa 
Double Dr: 
Double Dr: 
Double Dribble 
Dr Mario 
Dragons Lair 
Duck Tales 
Elevator Action 
Extra Bases 

F | Hero 

F 1 Racer 















nal Fant Adv 
Final Fant Leg 
Final Fant Leg 2 
Fish Dude 

Fist Of N Star 
Flash 

Flipull 
Fortified Zne 
Fortress Fear 
Gargyles Quest 
Gauntlet 2 

GB Showcase 
Geoge Formn 
Ghostbusters 2 
Go Go Tank 
Godzilla 

Golf 

Gradius Int Aslt 
Gremlins 2 

Hal Wrestling 
Hammrn Harry 
Harmony 








BE«nxiiaenw 


xnne 


GAME GEAR 


WE PAY YOU 


WE PAY YOU 


Marble Mdns 





Ninj 
Olympic Gold 
Pacman 





Persia 
Psychic World 
Putt & Putter 
Rampart 
Revenge Dranen 
Shinobi 
Simpsons. 

Slider 

Solitaire Pokr 
Sonic Hdghog 
Space Har 
Space Invaders. 






$16 


I4 
14 
16 
20 
16 
18 
16 

8 
16 
16 

8 
18 






WE PAY YOU 

ris $16 
Heianko Alien 4 
High Stakes 14 
Home Alone 10 
Hook 12 
Hudson Hawk (2 
Hunt Red Oct (2 


Hyy WiCmp Bx 6 
Hypr Lode Runr 4 














In Your Face 6 
Ishido 10 
Jack Nick Golf 4 
Jeopardy 20 
Jordan vs Bird 14 
Kid Icarus 8 
Kingdm Crsd 14 
Klax 14 
Kung Fu Mster 14 
Kwirk 6 
Lazlo’s Leap 14 
Lith Mermaid 14 
Loe ‘n Chase 6 
Loopz 18 
Marble Madns 12 
Marus Mission 12 
12 

I4 

'y Fi 5 

Metroid 2 6 
Mickey's Dnger 12 
49er 14 
Missle Cmnd 14 
Monopoly 18 
Moto Crs Mniac 4 
Mouse Trp Htl 12 
Mr Chin 8 
Mr Do 12 
Mysterium 8 
Nail N Scale 14 
3 

12 

10 

14 

9 

12 

y y 2 I4 
Ninja Gaiden 14 
Ninja Taro 14 
Nobun Ambtn 12 


WE PAY YOU 
Spiderman S18 
Supr Golf 12 


Supr Monoco GP 14 
Supr MncoGP2 16 








Wheel Fortune 16 
Wimbledon 16 
Woody Pop I4 
ACCESSORIES 
Game Gear Unit $82 
AC Adapter 8 
Batt Pk (no A/C) 18 
Adaptor 14 
Carry Case 6 
Game Gear Link 4 
5 
66 
10 







































WE PAY YOU WE PAY YOU 
Operation “C”™ $8 Sword Of Hope $10. 
Pacman I4 Tail “gator 4 
Paperboy 8 Tasmania Story I4 
Paperboy 2 I4 Tecmo Bowl 14 
Penguin Wars 6 Teen MNT FFC 5 
Pipe Dream 10 Teen MNT 2 18 
Pitfighter 14 4 i 6 
Play Act Ftbl a 12 
Power Mission 10 s 2 
Power Racer 16 ny Toon 18 
Prince Persia 12 Tom & Jerry 12 
Punisher 12. Top Gun 14 
Q Bert 18 Torpedo Range 12 
Q Billion 5 Toxic Crsdrs 14 
Qix 2] a 12 
Quarth 5 Triumph 12 
R Type 0 Turn & Burn 12 
Radar Mission 4 Turrican 14 
Rese Blobette 10 Ultima 20 
Revenge Of Gtr 5 Ultra Golf 16 
Robo Cop 6 Volleyball 8 


Robo Cop 2 

Rog Clemens. 
Roger Rabbit 
Rolans Curse 


hanghai 

Side Pocket 
Simpsons/Esep 
Skate Or Die 





Snow Brothers 
Soccer Mania 
Solar Striker 
Solomans Club 





Spiderman 2 
Spot 

Spud’s Adv 
Square Deal 





Star Trek 25th 
Supr Mario Lnd 
Supr Off Road 
Supr RC Pro Am 
Supr Scrabble 


Alpha Mission 
Andro Dunos, 
Baseball Stars 
Baseball Stars 2 
Blues Jrny 
Burning Fight 
Crossed Swords. 
Cyberlip 

Eight Man 
Fatal Fury 
Football Frenzy 
Ghost Pilots 
King/Monsters 
Last Grdn 

Last Resort 
League Bowl 
Magician Lord 
Mutation Nation 
Nam 1975 













CALL FUNCO! 


CIRCLE #142 ON READER SERVICE CARD. 


612-946-8883 





16 Wheel Fortune | 


















I4 World Bowling I 
14 World Cir I 
8 World Cup Seer | 
8 WWE Superstars 
12 WWF 2 | 
12 Xenon I 
12 Yoshi I 
6 
12 ACCESSORIES 
I4 Gameboy Unit $4 
8 AC Pwr Sply \ 
12 Amplifier 
14 Batt Pack 
5 Brite Boy 

arry All 

y All Dix 

14 Carry Case/Cmpct. 
6 — Four Plyr Adptr 
4 Game Lite 
12 Hip Pouch 
12 Hluminator 
14 Lightboy | 
2 Magnifier 
6 View Boy 


NEO-GEO 


WE PAY YOU 





WE PAY YOU 

Ninja Combat $57 

ja Comndo. 82 

37 Riding Hero 62 

87 Robo Army 82 

52 Sengoko 72 

72 Soccer Brawl 82 

72 Supr Bsbl 2020 12 

57 Supr Spy 57 

82. Supr Spy 37 

72 Thrash Rally 72 

102 Top PlyrsGolf 62 
112 
72 


82. ACCESSORIES 
82 Neo Geo Deck $312 
77 Carry Case 6 
CY 2 Bag 6 
82. Controller 26 
42 Memory Card 14 








4 
0 


















































are only fh their early 





fter they've been in the business 

for a few years, most software 

developers pick up a house 
genre or style: Acclaim goes for the 
licenses; Sierra is almost synonymous 
with mouse-driven adventures; and SSI 
games can be instantaneously recog- 
nized by the weight of their rule book. 
NovaLogic began in 1985 mostly doing 
classic arcade conversions for Taito. 
When word of mouth turned John 
Gar¢ia’s submarine simulation, 
Wolfpack, from bargain-bin software to 
perennial best-seller, its next niche 
seemed to be in place. With the next 
thee releases includ attlefield simu- 
ldtors for tanks, hel ers and robots, 
fits future path seems fully encoded. But 
” NovaLogic is also doing a Mario Bros. 
arcade game for the CD-I. 

What gives? Well, VG&@CE asked 
that same question at a 
special behind-the- 
scenes look at»Nova- 
Logic’s offices, which 
included some graphics 
technology that is going 
to earn it the envy of any 
developer ever to use the 
term “virtual reality” on 
a game box. 

aLogic currently 
h employees, and 
the average programmer 4 
has nine years experi- 
ence, even though some 
















NQos*NovaLogic’s presi- 
dent and founder is John 
Garcia. A graduate of the 
London Film School, 
John discovered his 
interest in programming } 











while processing data for a bachelor’s 
degree in psychology. His first com- 
mercial program was the personal-com- 
puter conversion @f Zaxxon, which»he 
programmed at Datasoft. Garcia refers 
to hiseMolfpaek as “the game that 
reffised to die.” Distributed by 
Broderbund, it was virtually unnoticed 
until Broderbund reduced the price to 
$19.95 and immediately sold out its 
remaining stock. Intrigued, it printed a 
few thousand more copies, which also 
sold out, and, to this day, Wol 

makes»frequent appearances on 

seller charts—and it’s still $19.95. 

The upcoming lineup of releases is 
uniformly solid, but easily the most 
exciting is the helicopter simulation 
Commanche Maximum Overkill. When 
designing it, Kyle Freeman and John 
Garcia realized that good,simulators are 

composed of two parts: the 
terrain and the helicopter 
itself. Traditionally, simu- 
lators have been forced to 
render terrain in simple 
polygons, but Commanche’s 
surroundings look more 
_ like filmgthan green and 
“brows triangles. Greating 





it was a surprisingly $im- 
ple process: Raw data from 





CD storage capabilities 
mean greater variety for 
the Koopa and worlds. 


By David S. Moskowitz 


the U.S. Geological Survey, some of 
which is from the Lansat satellite sys- 
tem, was entered into the computer, 
which built the terrain/baséd on 
recorded altitudes. The programmer 
then entered information such as cli- 
mate, timberline (the altitude at which 
trees will no longer grow, due to low 
oxygen content in the air) and even the 
position of the sun! The end result is a 
map that not only is efficient in terms 
of disk space, but can be processed 500 
times faster than any map of this detail 
using polygons. 

For the information about the heli- 
copter itself, NovaLogic turned to 
Frank Colucci. The editor of Defence 
Helicopter magazine, he not only pro- 
ded information o fie helicopter’s 






g6r example, each heli- 
copter carries two pilots, everything is 
duplicated in/terms of controls and 
monitors. Players will be able to moni- 
tor the battle’ from two different per- 
spectives simultaneously. If that redun- 
dancy seems excessive, consider this: 
Because the enemy often uses high- 
powered lasers to blind pilots, British 
helicopter aviators wear an eye patch so 
that, if one g asted, the other is left 
unharmed. e NovaLogitesfound 
this fascinating, they mercifully left it 
out of the game. . 

Versions of Ultrabots have been 
appearing at the CES for quite some time 
now, but it’s taken a total of five man- 
years for designers David Seeholzer and | 

Butrovich to creatgeand fine-tune, y 

a The premjs€ 1S sintple: AligrfS 
drop robots onto Earth with instrW@tions 
to eradicate humanity while their cre- 
ators enter a 60-year orbit of Earth. 
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Mankind survived the 


first battle only by un- 
leashing its nuclear arsenal 
upon the invaders. The 
aliens have returned—only 
this time their forces are 
met by reprogrammed and 
redesigned robots similar 
to their own, except the 
are used to protect t 
* apelike beings thaseem to 
be the obsessfOn of every 
industrialized planet in the 
galaxy. 

Besides controlling the robotic 
designs of Terry Shakespeare as they 
reduce each other to high-tech alloy 
scrap, players will also have to work 
out a battlefield strategy for the net- 
work of power nodes. The Ultrabots 
are energy Ahogssand cannot stray too 
far away from their power supplies. By 
destroying these networks, robots can 
cripple an entire squad of the enemy. 
Better yet, they can take over power 
nets, allowing them to move more 
robotg toward enemy headquarters. 
Othefwise, they must risk sending out 


“==geotpionlike units to “lay” the network 


nodes down if their forces are to 
advance anywhere. For those preferring 
more contemporary slaughter, Nova- 
Logic iseproducing Battlefield 2000, a 
tank simulator with graphics and 
trols similar to Ultrabots. 
NovaLogic’s programmers have 
worked on games for most consoles 
and computers, including the SNES. 
And it’s the Nintendgs¢Haracter Mario 
that NovaLogic will be developtag for 
the Philips CD-I. Originally concent¥at- 
ing on games like Sherlock Holmes: 














Consulting Detective, 
Philipsrealized that it 
needed to expand its 
market to more maipx 
stream arcade playersf/so 
it obtained the ligénse 
from Nintendo. The logi- 
cal choice to lead 
the three-person 
team was Marty 
S§ Foulger, a recre- 
ational hang glider pilot who’s 
been designing games since 
1981. Among his credits is being 
part of the team that created 
Don,Bluth’s classic laser-disc 
game Dragon’s Lair. Jn 
1987, he “eofotnded 
Tiger Eye Media, which 
specialized in all forms of 
compact-disc games, his 
biggest project being The 
Case of the Cautious Condor. 
Leaving Tiger Eye in 1990, 
he joined NovaLogic in 
December 1991. 
Translating Marty’s 
ideas into code is John 
Brooks. A self-taught 
programmer who’s, also 
worked on the SNES, 
John’s the hard-core 
gamer in the group. He 
has finished Street 
Fighter II set at Level 7 
(the_hardest), and, in his 
Spare time, he likes to go 
to arcades and humiliate a8 
players who think Chun Li can’t fig 
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As the first programmer to work on 
a major arcade project for the CD-I, his 
job consists mostly of discovering the 
unit’s strengths and weaknesses and 
exploiting and avoiding them, respec- 


mtively of course. Not originally 
designed with Mario-type games, the 


CD-I does not use sprites or individual, 
pixel-based figures that are moved as a 
unit on the screen. This puts severe 
limitationg’on memory, so Mario will 
have neither his cape norvhis dinosaur 
sidekick, Yoshi. Similarly, coin collect- 
ing will be part of the game, but this 
version will not have the coin-filled 
rooms littering the Nintendo projects. 
Those are the weaknesses, but what 
about CD-I’s 


strengths? Since 
a laser disc has 





and back- 
grounds can be 
unique from 


world to worlds 
Creating the Koopaé in 
regional costumes, as well 
as»ghosts and other new 





Ultrabots’ battle for 
planet Earth has the 
humans using invaders’ 
weapons against them. 
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RESORS 


par 








enemies, is Nina (that’s right, she has 
no last name). A painter who works 
copy of Gray’s Anatomy by her 

5 a must alwéys keep in mind 
Philips’ “eight-feet rule,” that is, all 
games must be designed for easy 
vision at an eight-foot distance. One of 
hey favorite tricks is color cycling, an 
incredibly efficient technique of 










changing the colors of stationary 
objects. This is what makes Ice 
World’s aurora borealis so stunming 
(as if a skiing Mario wasn’t enough); 
and shows great promise for Wacky 
World. Wacky World? Yes, Wacky 
World. Just think neon. 

Nina’s‘mterest in Mario is more than 
artistic: She’s currently working on an 





® vaLogic 
isn’t the only 
company with a 


the 
world’s most fa- i 


license to 


mous Italian plum- 
ber. Software Tool- 
works has obtained 
a license for a line 
of educational soft- 
ware that will mark 
Mario and Luigi’s 
first appearance on 
the IBM PC. 

The first release, 
Mario Is Missing: 
The Seven Portals of 
Peril, will give Luigi 


academic paper exploring the Mario 
world as modern mythos. After all, she 
points out, he never really dies. 


NovaLogic might not be a na oo 


familiar to. most gamers, but, with 
strong releases scheduled for the PC, 
video-game and CD-I markets, it 
might soon be difficult to not have 
heard of it. & 


citizenry and by 





reading travel bro- 


chures and_ the 


i newspaper. Luigi 


carries a laptop com- 





| puter that automati- 
cally records all clues 
and even organizes 
them for easy use! 
To save time, cab 


fare and energy, 


Just Hw many people could 12 In 


nis place? 


S000 


‘Ssou0 


150 


Onoe 








his long-awaited chance to 
be the hero, while learning 
enough geography to locate 
his missing brother. 

Besides swiping Mario, 
the Koopas have used magic 
P.O.R.T.A.L.S. (Passcode 
Operated Remote Transport 





and Larceny System) to steal 
historical artifacts from 
around the world. 

To recover them, Luigi 
will not only have to find the 
artifacts, but prove their 
authenticity. This knowledge is gained 


through conversations with the local 
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Licensed by Software Toolworks, 
Mario Is Missing is the first Mario 
title to come to the PC. 


Luigi may summon 
Yoshi via the globu- 
lator, once he deter- 
mines to which city 
the Koopa teleport- 
; ers have sent him. 
Successful recov- 
ery of artifacts will earn Luigi 
» a key to the city, allowing 
| him to unlock one of the 
magic PORTALS the Koopas 
i use to commit their crimes. 
i When all PORTALS are 
| closed, Luigi will be able to 
free his brother, as well as 
learn a closely guarded 
secret about Bowser. Mario 
Is Missing will also be avail- 
able for the SNES in 1993. 
Future PC games will 
teach history, mathematics, 
reading skills and overall thinking and 


rationalizing skills. = 
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Simrucs 


COMING IN 1993 


Nintendo, Super Nintendo 
Entertainment System, and 
the official seal are 
registered trademarks of 
Nintendo of America, Inc. 
Game program © 1992 Red 
Rat Software-Ocean 
Software Limited. Ocean is 
a registered trademark of 
Ocean Software Limited. 


Official 


Seal of Quality 


Ocean of America, Inc. 
1855 O'Toole Avenue 


SUPER NINTENDO Suite D-102 


San Jose, CA 9513 
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ma ae 
Fis aw 4 Ua 

1S 

BS EERE RE EE 8 EEF 


O1:40 51 


Top two screens shown above are 
from the IBM PC version of the 
game. Bottom two screens shown 
are from the Super NES version of 
the game. 
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Enter Mission 
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Dune Il Battle isle: 
Scenario Disk, 
Volume One 


Cryo’s excellent adaptation of the novel 
and movie Dune combined strategic ele- 
ments with enough atmospheric effects to 
capture the metaphysical nature of the 
story. It is, however, difficult to make a 
strategy game out of a tale so linear, so, for 
the sequel, Virgin turned to Westwood, 
which is well known for its Advanced Dun- 
geons & Dragons simulations. 

With less glamour and more strategy than 
its predecessor, Dune II allows the player to 
be a member of the Atreides, Ordos or 
Harkonnen. They're 
all on Arrakis with 
one goal: Get as 
much spice to the 
emperor as soon as 
possible. There are 
no set territories on 
the planet, and no 
rules governing, let 
alone preventing, 
combat. 

While spice may 
be the key to riches, 
everything needed 
to harvest it costs 
credits, making mon- 
ey management as 
important as posi- 
tioning soldiers and 
Trike vehicles. 

House mentats 
are available to pro- 
vide information on 
everything from the 
opponents’ vehicles 
to details of the spe- 
cific mission. Play- 
ers will still need to 
think for them- 
selves, however. 

The logical mentats 
might be good at 
giving advice, but 
they require more 
facts than players 
will have in this 
game of subterfuge 
and overt conquest. 
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GUAT SHE GAME 4 
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UBI Soft has 
decided to ac- 
knowledge the 
strategy game’s 
legion of fans 
with an all-new 
scenario disk» 
Noteworthy for 
its in-depth story 
line, tactical play 
and animated 
battle sequences, 
Battle Isle tells 
the story of the 
Megacomputer 
Skynet and its 
violent behavior. 

The scenario 
disk follows Ka- 
tai Yanga and his 
efforts in the 
war. For those 
bored with Bat- 
tle Isle's lush, 
tropical settings, 
the new scenario 
disk adds polar 
and desert ter- 
rains. Also, mouse 
and joystick con- 
trols have been 
revamped, mak- 
ing them much 
friendlier. & 
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Advanced 
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2" Edition 
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ADVANCED DUNGEONS & DRAGONS, AD&D, DARK 
SUN and the TSR logo are trademarks owned by and 
used under license from TSR, Inc, ©1992 TSR, Inc. 
©7992 Strategic Simulations, Inc. All rights reserved. 
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HARSH NEW WORLD! 
HOT NEW ENGINE! 
Are you ready to play like never before? 


repare to take a quantum leap in computer AD&D? role-playing — on the 

most successful new fantasy world ever launched: the DARK SUN” game 

world! SHATTERED LANDS, first in this next generation of adventuring, delivers 
state-of-the-art technology, unrivaled game design and an intricate storyline. 


HARSH NEW WORLD. Unleash your imagination on a brutal, savage world, 


sun-scorched and wind-scraped. Create a party from all-new races with higher levels 
and multiple classes. Then embark on the most spectacular AD&D journey ever! 


FULL-SCREEN GRAPHICS, SUPERB MUSIC AND SOUND EFFECTS. 
Imagine your entire screen filled with spectacular graphics and cinematics. 
The action is continuous, the suspense and drama unbroken — you 

never leave the screen to go into another mode for combat, inventory or 
conversation. Add the splendid music score 
and sound effects and the DARK SUN 
game world truly comes alive! 
FULL-BLOWN 16-BIT ENGINE. 
Designed to take full advantage of power- 
ful 16-bit computers, the game features 
incredibly smooth animation and game 
play. Your party moves realistically across BNE e AMIGA @ MACINTOSH 
the screen. Pick up and examine objects, 
interact with the physical surroundings, Clue Book 
converse with characters, battle monsters available! 
— all with richness in detail and realism 
like never before! 


POINT-AND-CLICK INTERFACE. 


You do everything using your mouse for 
the quickest, easiest game play ever! 


SHATTERED LANDS. The next generation 
of AD&D role-playing adventures! 


TO ORDER BY VISA/MC: call 1-800-245-4525 (in USA & Canada). 


To receive SSI’s complete product catalog, send $1.00 to: 
SSI, 675 Almanor Avenue, Suite 201, Sunnyvale, CA 94086. 
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VID - MEDICINE 








HR - HIDDEN ROOM 











Ww - WEAPON 

















EX - EXTRA LIFE 

















EB - END BOSS 
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Teaching the Third Reich a Lesson in 


Escape From Wolfenstein, Part Two 
APOGEE 













ast month we cruised through the first four levels of Wolfenstein 3-D: Episode One 

and showed you some simple strategies and tactics that are essential through all the 
episodes of the game. We continue this month with complete maps of levels 5-8 and 

show you how to finish off the end boss and escape from Castle Wolfenstein. 

— Mike Davila 
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“S omssee 8 E46 98 
Don't let the elaborate lay- 
out of this level’s design 
intimidate you. It’s a lot 
easier than it first looks. 
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This level has more hidden 
rooms than any other level; 
use that to your advantage 
before entering new areas. 
Also, you won't find as 
much treasure. as in previ- 
ous levels. 
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Once you come out of the 
first room, take out the guy 
standing behind the wall. 


Keep on pushing 
walls, 
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You might be able to easily 
shoot this soldier, but there's 
one standing on the other 
side of the canisters who 


will take shots at you while 


you are fighting the first sol- 
dier. Stay away from the big 
clearing during the firefight. 








Tun kh ke 
Great! The exit to Level 9, 
but first go back and max 
out your health and ammo, 
Since we're going up 
against the end boss next. 















‘LeveL SORE TLVES (pa WEALTH MNO 1 
9 351000 9 E10 9” 

Take your time to famil- 
iarize yourself with the 


area, since there are no 
soldiers located here. 





‘level ~ stone TUES 
en ee 
Open the door and begin 
to fire continuously with 
your machine gun. As you 
fire, run backwards (hit 
and run). 





‘eve seme DN ee 
¢ 351000 9 ccm 
Find the hidden room 
located behind the third 
block on the left. You 
won't be able to defeat 
the end boss unless you 
have access to the good 
stuff inside. 
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ose) a oA 

Back yourself into the 
southeast corner of the 
hall, behind one of the 
walls, and let him come 
after you. You have the 
speed advantage. 








tee iC. 
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Now we're ready to go 
after Giinther! Stand 
directly in front of the 
door at the north oo of 
the hall. 





“Les ea en 
eee) a 
Your health should be 
less than 60% at this 
point. When you make 
visual contact with him 
again, fire and then head 
west, making a-break for 
the hidden room. 


~| Recharge your health 
‘ and ammo, and then 
wait for him behind the 
corner opposite the 

machine gun. 


















Now! Let him nave it t with 
all you can dish out, but 
try to stay out of his line 
of fire. 









— 
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if you succeed, freedom), 
awaits! 
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This is a free reader service card. Tear it out and keep it with you as you go through this issue. You'll see a reader 
service number accompanying most products reviewed or advertised. If you want free information on any of these, 
simply circle the corresponding numbers on the card and mail it in. 
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Hit the ice 
TTl 


For the TurboGrafx-16/ 
Turbo Duo ($49.99) 

sounpmusic [Pe 8 9 10 
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PLAYABILITY 














OVERALL 4 


| think happy thoughts about the 
coin-op version of Hit the Ice, mainly 
because | ordered a pizza just before 
running into it for the first time. The 
pizza was very good—a bit too much 
tomato sauce—but Hit the Ice was 
great. | never spent fanatical amounts 
of time or money on it, but | played it 
enough so that | was really looking 
forward to the TG-16 conversion. Can 
you say “major letdown”? | thought 
that you could. 

Hit the Ice offers three modes of 
play: Vs. Play is a single game for one 
to four players (bust out that Turbo- 
Tap!); Championship is a four-game 
tournament against computer-con- 
trolled teams, for one or two players; 
and Shot Race is a penalty-shot contest. 

Each team is made up of two play- 
ers and a goalie. You select your 
team from a pool of eight players and 
four goalies. Each player has a 
unique (and particularly nasty) “spe- 
cial move” that can be used to wallop 
an opponent. There are no penalties 
in Hit the Ice, and the gangly referee 
is in the game only for purposes of 
comic relief, so feel free to let the 
punches fly. 

So, you've chosen your game, cho- 
sen your players and you’ve—that’s 
right—hit the ice. That’s when the 
game goes into meltdown. You spend 
most of the game 
madly smashing 
the buttons to 
smack your 
opponents and 
get the puck, only 
to have them 
smack you right 
back. Most of the 
game is spent 
duking it out in 
the middle of the 
rink, with very lit- 
tle time in front 
of either goal. | 
recall many more 
shots on goal in 
the coin-op (most 
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of which were shots on my goal, 
damn it). 

The graphics are unremarkable; they 
do the job, but certainly won't impress 
you. There’s also some graphic flicker- 
ing during the game, which really 
shocked me, considering the puny 
amount of sprites on the screen. Either 
I’m getting spoiled by the flicker-free 
graphics of “true” 16-bit systems, or 
Taito just programmed the graphic rou- 
tines poorly. (As a die-hard TG-16 fan, 
my guess is the latter.) 

Hit the Ice has snippets 
of speech and sound |i 
effects from the coin-op, 
but they sound like they're 
coming from a walkie- 
talkie, not the TG-16’s | 
sound chip. There’s no in- 
game music and no roar- 
ing crowd, which means 
long periods of silence fol- | 
lowed by flurries of grunts 
and groans as the teams 
battle over the puck. 

Hit the Ice is an enjoy- 
able coin-op, but Taito 
totally messed up the con- 
version. The graphics and 
sound just aren’t worthy of \aam 
the TG-16, and the game 
play is repetitive and bor- 
ing. If you’re looking for a 
TG-16 hockey game, | 
would humbly suggest you } 
snag a copy of TV Sports: 
Hockey. Unless you plan to j 
play with human oppo- 
nents, Hit the Ice belongs 
in cold storage. 
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YOU THOUGHT YOU LOVED 
OMPUTER GAMES. 





Import Graphics 


UNTIL You PLAY WITH GAME-MAKER, 


BUT... 


__ Animate Monsters Plan Movement : 


YOU'VE ONLY BEEN PLAYING AROUND. 


A technological breakthrough by Recreational Software 
Designs lets you do the impossible. Now you can create 
256 color VGA computer games without programming. 


% Design unlimited numbers of animated monsters and good guys. 
% Animated characters walk, run, fly, hop, pop from scene to scene. 
% Design your own sounds. 

% Make arcade and adventure games as unique as your imagination. 
% Modify and enhance GAME*MAKER games. 


Mouse driven and graphics based, GAME*MAKER is 
Computer Aided Game Design at its best. Is a game too 
easy? Increase the speed. Too boring? Add danger, sounds, 
and monsters. Too plain? Dress up the graphics, add 
animation. Too short? Add new levels. 


GAME*MAKER includes lots of extras: hundreds of pictures, 
monsters, objects, good gals and guys, and detailed scenes 
and worlds. Use these extras in creating your own $ 
games. Plus you'll enjoy the sample games includ- 89 
ed with GAME*eMAKER. 

GameeMaker requires an IBM compatible 286, 386, or 486 with a color VGA 
monitor and mouse. Joystick optional. GAME*MAKER Is designed and produced 
by Recreational re res 





CIRCLE #145 ON READER SERVICE CARD. 


ORDER GAME-MAKER TOLL FREE: 


1-800533-6772 


| ppl cra ala imap hi re a 
ORDER FROM: KD SOFTWARE, Great Falls Avenue, Box 448, Rochester, NH 03867 


TEL: 603-332-8164 FAX: 603-332-8125 I 




















Send me ___ GameeMaker(s) at $89 ea. = §$ ZC Check/Money 
I Express shipping (prepaid-cont. US only). + $ 4.00 _ Order enclosed I 
Total enclosed $ ] Charge my VISA/MC 
I Acct.# Expires 1 
| Signature | 
1 PLEASE PRINT Il 
1 Name I 
Address 
City/State/Zip 
| TERMS AND CONDITIONS: Make checks payable to “KD Software.” ] 
(. ) We ship immediately if payment is by VISA/MC, money orders, 
Ph certified checks, personal/company checks with street address and | 
one phone number printed on check. Other checks clear in 2 weeks. If 
COD, we'll ship via UPS ground. Compatibility not guaranteed, but | 


software is guaranteed. Prices subject to change without notice. 
ee 























\@ He are the Riliance flagship Vindicator from Earth. 
|| What are your intentions? 
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TURNING KATE. 
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keyboard control 
system. This time 
around, a keyboard 
utility has been in- 
cluded with the 
game, so users can 
set up the key lay- 
out to a configura- 
tion that works best 
for each individual 
preference. 

Star Control II's 
strategic element 
has received a com- 
plete overhaul. The 
“hard to see” rotating 3-D star field, 
where you travel up and down its 
axis, is no longer part of the game. 
SCII now has an interface similar to 
EA's Starflight. The gamer travels 
from star system to star system 
gathering minerals and elements 
from different planets. After you fill 
the ship’s cargo bay, you return to 
the starbase and unload it, for which 
you receive monetary compensation. 
You can then proceed to add (buy) 
ship modules, which enhance perfor- 
mance of the vessel. Fuel, crew 
members and battleships can be 
added to the manifest, so you can 
create a fairly powerful armada in 
due time. 

Along the course of exploration, 
you will encounter many alien races, 





Lava World * 


Mowe: 2.82 es? 
Radius: A140 es. 
f Gravity: 3.88 g, 
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some of which are familiar. The 
game automatically updates the star 
map, showing each of the aliens’ 
sphere of influence or area under 
control by that race. 

SCIl is a very long game, and 
takes about 60 hours to play, accord- 
ing to Accolade. There are times 
when the game does get caught up 
in segments of redundancy (e.g., 
going from planet to planet, collect- 
ing minerals), especially when you 
can’t engage enemies in combat be- 
cause you don’t have enough funds 
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to form a formidable enough force to 
battle them and survive. Then again, 
this is more a trait of all games in 
this genre, not just Star Control Il. 

All in all, if you liked the original, 
and you're a fan of action/strategy 
games, then you'll love this one. 

—Mike Davila 
Accolade 
5300 Stevens Creek Blvd. 
San Jose, CA 95129 
(408) 985-1700 
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Mantis XF5700 


Experimental Fighter 


MICROPLAY 
Version: IBM PC ($69.95) 


SOUND/MUSIC § 
GRAPHICS 
PLAYABILITY 


OVERALL 


Robert Heinlen’s Starship Troopers 
used bugs, Orson Scott Card’s Ender's 
Game used bugs, and now MicroProse 
software has followed the Nebula 
Award blazed path as Earth once 
again fights insects from space in its 
new combat flight simulator, Mantis 
XF5700 Experimental Fighter. 

The invasion begins, appropriately 
enough, with the evening newscaster, 
who “hatches” her bug in the coolest 
alien emergence since John Hurt’s 
classic spaghetti dinner. Soon after, 
the Sirian space fleet nukes earth, 
taking out 3 billion potential hosts for 
their little darlings. The governments 
of Earth then unite to create the Fist of 
Earth (FOE). Players assume the role 
of Viper, a fighter pilot with bad taste 
in clothes but enough skill to warrant 
his command of the new Mantis 
space fighter. 

While arcade combat is what 
Mantis is all about, continual missions 
without intermissions would grow 
monotonous. So, in between mission 
briefings, a few digitized graphic story 
lines have been added. 
Unfortunately, so much 
attention was paid to the 
visual presentation that the 
dialogue lacks the subtlety and 
logic it needs in most settings. 
The romance will have you 
ready to scream “get a room!” 
or “dump him/her!” while 
your teammates tend to be 
hypercritical, even if you 
consistently score far more 
kills then any of them. 





126 e DECEMBER 1992 









The one exception is the Berserker 
subplot. A giant, apparently invincible, 
spacecraft, the Berserker likes to 
watch you “play” with the Sirian ships 
and will set up encounters, as well as 
destroy anything that annoys it. The 
Berserker even gives you a nickname, 
and being on a first-name basis with 
someone who can easily turn the war 
one way or another is especially eerie. 
Ironically, this mechanical creation 
gets the best lines of anyone in 
Mantis, and hearing it speak might 
be the best reason to get the CD 
version of the game, outside of the 
additional missions. 

The toughest part about Mantis is 
flying. In space, there is no gravity to 


+ J baat lok i 


help you keep your bearings, 
nor is there any air resistance 
to slow you down. 

Many of the early missions 
Hm) seem like cakewalks once 
| missile aiming is mastered, 
but, later on, the true pilots get 
tested. When the enemies 
outnumber the missiles, it is 
up to the mass-driver cannons 
to polish the bugs off. Firing a 
glorified machine gun while 
# hurtling through space is easy 








if all you want to hit is vacuum. 
Making it work often requires using 
the autopilot to get into “totally 
unsafe” range before veering away 
from the inevitable collision or 
missiles. The other way is to lay mines 
and lead the bugs into them. Again, 
not an easy task in space. 

Those concerned about finishing 
the game too soon will surely 
return for their requisite hard time 
in the flight simulator. Space is not 
for the weak. 

The combat graphics are a mixture 
of polygons and digitized images, 
which, theoretically, improves playing 
speed, but anyone with an older 
machine will probably want to try a 
few missions before buying Mantis. 

Digitized sound effects add the 
requisite “fiction” feel to space 
combat, and, though the bugs’ first 
casualty is a fine screamer, it’s the 
squish of the birth that makes the 
opening sequence worth watching 
every time before taking control of the 
FOE’s best fighter. 

—David S. Moskowitz 
MicroProse 
180 Lakefront Drive 
Hunt Valley, MD 21030 
(410) 771-1151 
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Rex Nebular and the 


MICROPROSE ; 
Version: IBM PC ($69.95) 


SOUND/MUSIC [i lleyAmec ier Giae an « a a ot) 
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First came Al Lowe’s Leisure Suit 


Larry. Not too long afterward, Les Man- © 
ley appeared on the scene. Well, now 


Roger Wilco has a similar doppelganger 


on his tail, a spacejock for hire by the all 
name of Rex Nebular. Like Roger, he s 


manages in his own clumsy way to 
push all the right buttons for the wrong 


reasons. Yet, despite the basic similari- 


ties, Rex is a distinct enough character 
to make it quite comfortably, and hu- 
morously, on his own. : 


As the name suggests, Rex Nebular 


and the Cosmic Gender Bender is a 
wacky, spaced-out quest guaranteed to 


provide humor in animated adventure 5 
ar adventurer and 
womanizer, is hired to retrieve a price- § 
less vase. While a simple task at first 


form. Rex, inter 


glance, our hero soon finds himself 
both under fire and underwater, shot 
down and shipwrecked on a not-too- 


friendly planet—one inhabited solely 


by women. 

Now, this is not as pleasant a 
prospect as one might expect. During 
his stay, poor Rex will be clubbed, im- 


prisoned, experimented upon, consid- 


ered for breeding stock and have his 
gender altered on several occasions. In 
addition, he will meet an untimely (and 


usually gruesome) demise on numer-— 


ous occasions. 
Rex Nebular is an exceptional first 
effort animated adventure from Micro- 
Prose. Hopefully, it will continue 
Rex's exploits in 
future games, § 
employing this & 
same game en- 
gine. The intu- 


face 
-mouse-driven, 
with game fea- 
tures accessed 
via the function 
keys. Only names f 
for saved games § 
need to be 
entered from 
the keyboard. 
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Cosmic Gender Bender  256-color VG 








raking his fatal mistake—a greatly 
appreciated feature. The player also 
of selecting either nice 
wm Or naughty modes 
Wa of play. Default is 
Fd naughty, though 
m the difference be- 
my tween the two does 
not appear to be 
very significant. 
The game’s two 
negative points are 
the inability to 
bypass repetitive 
animated sequences 
and the predomi- 
nantly easy nature 
of most puzzles in 
the game. The first 
is a simply ad- 
dressed matter for 
the programmers. 
The latter requires a 
@ little more thought 
oy =“ during the game de- 
tage. Greater variety is needed in 
ity level from puzzle to puzzle. 
spite of the technical achieve- 
ments, humor is what ties the game 
together as a whole. Being neither too 
corny nor too suggestive (for most), 
the humor employed is, by design, 
both verbal and visual. The only other 
adventures featuring such a rich mea- 
| sure of humor are those propagated 
__ by Lucasfilm. 
ys So, unless one is offended by 
suggestive content (which can be 
f controlled to a limited extent by 
m changing modes) or has absolutely 
| no sense of humor, Rex Nebular and 
the Cosmic Gender Bender will offer 
_ hours of entertainment value. What 
better way to make the universe a 
safe place and enjoy oneself at the 
same time? 





“movement than g 
any other adven- 
ture to date! 
Exceptional 
music and digitized 
sounds are present am 
and accent game 
play, including at- 




























































been removed. ts 
After Rex dies, he 
will automatically 














: —Chuck Miller 
_MicroProse 
0 Lakefront Drive 
dunt Valley, MD 21030 
(0) 771-1151 ae 
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WINDOWS ™ version 


t's more mercenary than your 
lawyer, shrewder than your accoun- 
fant, greedier than the IRS and 
tougher than your granny. Get 
ready for the most challenging 
game of Monopoly® you've ever 
played with MONOPOLY® DELUXE. 


Goinaining 90's technical know- 
how with plenty of good old- 
fashioned fun, the bestselling board 
game of all time is back and 
better than ever with completely 


revamped levels of difficulty and 
greatly enhanced graphics for your 
computer! You'll get more deluxe 


for your bucks with dazzling anima- 
tion of all ten official tokens, easy- 
as-pie interface, a game activity log 



































IBM Pc version 





that keeps track of all previous 
moves and the ability to play by 
traditional or custom-designed rules. 


Enjoy the thrill and excitement of 
wheeling and dealing as you 
amass, or reluctantly part with, 
great fortunes buying and selling 
railroads, utilities and properties of 
all types. This game's a must for 
the library of any TRUE gamer or 
future real er tale 


estate tycoon! 


MONOPOLY® DELUXE with the ultimate easy-to-use point-and-click interface will be available this fall in PC and WINDOWS ™ versions. 


WINDOWS ™ 


version features all of the DELUXE features listed above plus the added bonus of easier-to-use point-and-click interface. 
For more information, pricing and orders, please call 888-VRG-IN@7. VISA, MASTERCARD, AMERICAN EXPRESS and checks accepted. 


MONOPOLY® and RICH UNCLE® design are registered trademarks of Tonka Corporation. Rich Unde© 1936, 1992 Parker Brothers. All rights reserved. Monopoly© 1935, 1992 Parker Brothers, Inc, a division of Tonka Corporation. 
All rights reserved. Licensed to Virgin Games, Inc. ©1992 Virgin Games, Inc. Virgin is a registered trademark of Virgin Enterprises, Lid. WINDOWS™ is a trademark of Microsoft Corporation. 


Return your authorized version of the original Monopoly® computer game to a 
participating dealer and receive $10 off your purchase of Monopoly @ Deluxe! 
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Heaven & Earth 
BUENA VISTA SOFTWARE 
Versions: IBM PC ($49.95), 
Macintosh ($59.95) 


SOUND/MUSIC 
GRAPHICS 
PLAYABILITY 


OVERALL 


Over the years, brain-stimulating 
computer games like Shanghai, Ishido 
and the classic game of Go have 
offered players a relaxing alternative 
to the usual array of arcade, flight 
simulation, sports and RPG games. 
The creators of both Shanghai and 
Ishido, once again, have conjured up 
an elaborate excursion for the mind 
with Heaven & Earth. Disney's Buena 
Vista Software takes you far away from 
its former style (e.g., The Rocketeer 
and Who Framed Roger Rabbit) to a 
more grown-up approach in gaming. 
Heaven & Earth consists of four 
sections: the Pendulum, the Cards, the 
Illusions and the Pilgrimage. The 
attractive opening screen, known as 
the Gateway, puts you in an alpine 
region containing three stone portals 
and, in the distance, a palace where 
your Pilgrimage experience begins. 
The portals are basically practice areas 
that one can choose to play at random. 

The Pendulum is an exercise in 
control. A swinging pendulum is 
suspended above a bowl-shaped field 
that contains energy vortices which lie 
below. Your objective here is to 
capture the positive vortices using the 
suspended pendulum. By moving the 
mouse, or using the keyboard's 
directional arrows, you generate a 
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gentle breeze that affects the direction 
of the pendulum. When you get the 
pendulum to skim right above the vortex 
at an extremely slow speed, you will then 
capture it. Later levels introduce negative 
vortices, which, when touched, will send 
your pendulum in a swinging frenzy. This 
brings on frustration, as all the positive 
vortices you've mastered get reset, and, 
once again, the pendulum has to be 
brought down to a controllable speed. 
The Cards is a game similar to 
mah-jong or gin rummy. Each card 
represents a handsomely painted 
landscape scene, such as a mountain 
or desert, while the top and side 


Pura | Ocvan Rambow 








borders show symbols representing 
elements and seasons. The 48-card 
deck is divided into 12 suits. Each suit 
symbolizes one of the 12 months. The 
idea here is to create tricks with these 
cards. A trick is accomplished by 
matching card combinations to 
achieve the highest possible score. 
Some examples are: four cards of a 
specific month, three cards with the 
same season, two matching elements 
and other combinations. Certain 
cards contain a randomly generated 
celestial phenomenon. These events 
are presented with a delightful 
audiovisual display, such as shooting 
stars, tornadoes and rainbows. 
The celestial phenomena can 
either increase or decrease the 
point count. 

The Illusions are a series of 12 
different varieties of brainteasing 
puzzles. Some puzzles demand 
hand-eye coordination, while 
others require pure thought. 
Each illusion has four stages, and 
each stage has 12 scenarios. This 
adds up to a mind-boggling 5/6 
different puzzles. 

When you feel you're ready, 
you can enter the Pilgrimage. 
This ultimate experience 
combines all three games into 
a 108-step journey filled with 
all-new challenges. Heaven & 
Earth's graphics are wonderful, 
especially the hi-res Super 
VGA mode. From the initial 
cosmic thunderclap, to the 
gentle sounds of birds and 
crickets, the audio enhances 
the serenity and beauty of the 
game (Sound Blaster, Ad Lib, 
Tandy and Disney Sound 
Source supported). Sit back, relax 
and challenge your intellect with 
Heaven & Earth. 

—Joseph Cataudella 
Buena Vista Software 
500 S. Buena Vista St. 
Burbank, CA 91521 
(818) 562-1762 


_ y 





Vip—EoGAmES & Computer ENTERTAINMENT 





THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 





iSO Wantstol ip Your 
lungs ovt. 


If you think you’re good at games, then let’s have some 
real fun. When you’re online with GEnie® Multi-Player 
Games, you’re playing real people, in real time. Some of 
the best players around the world. © Splash a bandit in Air 
Warrior®, and you’ve just taken out eight other guys, who'll 
be back gunning for you. Blast a MechWarrior® in MultiPlayer 
BattleTech™, and who knows? Could be that jerk from the 
coast. Could be a mercenary who’s looking for a few good 
friends. With GEnie, the possibilities are endless, the 

















AIR WARRIOR® same MULTIPLAYER BATTLETECH™ 
corporation 


Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 





STELLAR EMPEROR™ 


people are terrific, and even the prices are competitive. So 
put some new life into your joystick, and sign on. We'll see 
just how good you are. CO Signup now: |. Set your modem 
for half duplex (local echo) at 300, 1200 or 2400 baud. 
2. Dial toll free — 1-800-638-8369. Upon connection, enter 
HHH 3. At the U # = prompt, enter XTX99316, VideoG92 
then press RETURN 4. Have a major credit card or your 








For more information 








checking account number ready. 





in the U.S. or Canada, call 1-800-638-9636. 


GEnie. 


multi-player games 


100% ORGANIC OPPONENTS 
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Think you're pretty clever? Figure 
you've got adventure games mastered 
to the point where even Sierra can’t 
trip you up? Then have | got a game 
for you! Goblilins (yes, with three i's) 
‘is a delightful mix of adventure and 
puzzle gaming that will leave your 









r anything he you complete all of these steps, you 
ch of which has a particular « or is the key, are not allowed to proceed to the 

a warrior, who, being ‘unlimited next puzzle. 
st Luckily, all this puzzle solving is 
anything but boring. Bobo, Hooter 
and Dwayne are enchanting 
creatures whose antics are sure to 
wist your face into a grin. Whether 
hey’re tapping their feet impatiently 
while waiting for their commands, 
ng bopped on the head by some 
ected falling object or rubbing 
r ears after a particularly loud 
shriek, these fellows’ expressions 
reactions are a castleload 

_ of laughs. 
_ When you combine Pierre 
| Gilhodes’ impeccable cartoon art with 
: the game’s wit, you wind up with a 
brainteaser that'll delight the whole 
family. In fact, although younger 
children will need a lot of help solving 
the puzzles, once they know what to 
do, you'll have a hard time getting 
your turn at the computer. If you've a 
hankering to put your wits to the test, 

Gobliiins is just the game to do it. 

—Clayton Walnum 


1, folks, but being perplexed 
yer been so much fun. 




































Sierra On-Line 

horn from the top to fall P.O. Box 485 

to the ground. Then, Coarsegold, CA 93614 

Dwayne must pick up the (209) 683-4468 

/horn and blow Into It, EDITORS. CORNER 
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CHIPS & BITS «CALL 802 767 3033 


GENESIS ROLE PLAYING 


Arcus Odyessy $56 
Battlemaster $46 
Corporation $49 
Faery Tale Adventure $42 
Fatal Labyrinth $29 


Immortal $52 
King's Bounty $36 
Might & Magic 2 $59 
Might & Magic 2 Hint Book $10 
Phantasy Star 2 $59 
Phantasy Star 3 $59 
Phantasy Star 3 Hint Book $14 
Rings of Power $49 
Shining Darkness $59 
Starflight 1 $59 
Super Hydlide $47 
Sword of Vermillion $59 
Vasum (was Dando) $56 
GENESIS ADVENTURE 
Adventures of Syd Vallis $42 
Alex Kidd Castle $35 
Alien Storm $42 
Atomic Robo Kid $49 
Batman $42 
Bean Ball Benny $42 
Bimini Run $42 
Chuck Rock $49 
Crack Down $42 
Dark Castle $36 
Decapattack $42 
Dick Tracy $34 


El Viento $56 











GENESIS SHOOTERS 
After Burner 2 $42 
Air Buster $43 
Arrow Flash $44 
Battle Squadron $26 
Burning Force $29 


6 MEGA 


Gates: to 


ANOTHER WORLD. 


Caliber 50 
Crossfire 
Crystal Quest 
Death Duel 
Dynamite Duke 
Elemental Master 
Fire Shark 
Forgotten World 


ee 


Fantasia $42 
Final Zone $35 
Flicky $19 
Gain Ground $42 
Ghostbusters $42 
Ghouls 'N Ghosts $48 
Golden Axe 1 $52 
Golden Axe 2 $49 
James Pond $36 
Marvel Land $50 
MERCS $49 
Mickey Mouse $42 
Midnight Resistance $45 
Mystic Defender $39 | 
Predator 2 $56 
Onslaught $43 
Quackshot Donald Duck $42 § 
Rambo 3 $45 
Rastan Saga 2 $42 ff 
Revenge of Shinobi $52 
Saint Sword $43 
Shadow of the Beast $52 
Shadow Blasters $39 
Shadow Dancer $42 
Sonic the Hedgehog $45 
Spiderman $45 
Stormlord $49 
Strider $56 
Swamp Thing $45 
Sword of Sodan $34 
Target Earth $47 
Techno Cop $47 
Terminator $49 
Thunderfox $43 
ToeJam & Earl $49 
Turrican $43 
Vallis 3 $56 
Wardner $42 


Gaiares 
Grenada 
Hellfire 

Insector X 
Musha 

Phelios 

Raiden 

Road Blasters 
Sagaia 

Space Harrier 2 


Space Invaders 
Super Thunder Blade 
Task Force Harrier Ex 
Thunder Force 2 
Thunder Force 3 
Truxton 

Twin Cobra 

Vapor Trail 

Whip Rush 

Wings of Wor 





$52 
$44 
$45 
$56 
$34 
$56 
$43 
$48 
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$38 
$56 
$34 
$46 





, Legendary Axe 1 


GENESIS SPORTS 
Arnold Palmer Golf 
Budokan 
Buster Douglas Boxng 
Cyberball 
Earl Weaver Baseball 


ir 
oom 


Hardball 
Jesse The Body Ventura 
Joe Montana Football 
John Madden Football 
Lakers vs Celtics 

Mario Lemieux Hockey 
Mike Ditka Football 

NHL Hockey 

Pat Riley Basketball 
PGA Tour Golf 
Powerball 

RBI 3 

Speedball 2 


H Super Volleyball 


Soccer 
Tommy Lasorda Basebll 
Zany Golf 

TG16 STRATEGY 
Bomberman 


| Boxyboy 


Chew Man Fu 
Drop Off 
KLAX 
King of Casino 
Military Madness 
Timeball 

TG16 ADVENTURE 
Bonk's Adventure 1 
Bonk's Revenge 
Bravoman 
Cratermaze 
Darkwing Duck 
Double Dungeons 
Dragon's Curse 
Dungeon Explorer 
Impossamole 
JJ and Jeff 


Legendary Axe 2 
Neutopia 

Ninja Spirit 

Pac Land 

Silent Debuggers 
Splatter House 
Tactical Gladiator 
Talespin 

Tiger Road 





$39 
$42 
$42 
$42 
$49 









$42 
$19 
$48 
$49 
$47 
$48 
$47 





GENERATIONS OF 


= 


SEGA GENESIS 
GENESIS System $149 
Arcade Power Stick $39 
Control Pad $19 
Genistick $27 
Power Base Converter $34 
Video Monitor Cable $9 
Wireless Control Pad #1 $39 
Wireless Control Pad#2 $19 

GENESIS KICK & PUNCH 
Beast Warrior $56 
DJ Boy $39 
Growl $44 & 
Kageki $42 
Last Battle $37 
Moonwalker $42 
Pit Fighter $49 
Slaughter Sport $50 
Street Smart $42 
Streets of Rage $45 

TG16 HARDWARE 
TurboExpress $289 
Turbo AC Adaptor $29 
] Turbo Car Adaptor $29 
4] Turbo Comm Cable $19 
TurboGrafx 16 $99 
TurboGrafx CD Player $289 
TurboBooster $32 
TurboBooster Plus $46 
TurboCable $9 
TurboPad or TurboTap $19 
TurboStick $38 
TurboVision $89 


z 
GENESIS STRATEGY 
Berlin Wall $39 
Blockout $36 
Centurion:Defndr Rome $42 
Columns $29 
Herzog Zwei $39 
Ishido $19 
Junction $38 
Killing Game Show $42 
Klax $44 
Marble Madness $42 
Master of Monsters $42 
Ms Pac Man $35 
Pacmania $42 
Populous $42 
Shove It $37 
Star Control $52 
Ultimate Qix $40 
Warrior of Rome $59 
TG16 SPORTS 
Battle Royal $47 
Davis Cup Tennis $43 

4 Jack Nicklaus Golf $44 

Panza Kick Boxing $43 
=| Power Golf $42 
Super Volleyball $39 
Takin’ It to the Hoop $27 
TV Sports Baseball $43 
TV Sports Basketball $43 
TV Sports Football $43 
TV Sports Hockey $43 
World Class Baseball $19 
World Court Tennis $19 
TG16 SIMULATION 
Alien Crush $19 
Devil's Crush $47 
Final Lap Twin $19 
Moto Roader $37 
Victory Run $19 








TG16 CD GAMES 
Addams Family $48 
Fighting Street $36 
Final Zone 2 $47 
It Came from Desert $48 

$44 


Jack Nicklaus Golf 


JB Harold 


$47 
Last Alert $47 
Lords of the RisingSun $44 
Magical Dinosaurs $47 
Monster Lair $42 
Sherlock Holmes $47 
Shape Shifter $44 
Vallis 2 


ll 


poowm 






Vallis 3 $48 
Y's Book 1 & 2 $47 
Y's 3 $48 
TG16 SHOOTERS 
Aero Blasters $49 
Blazing Lazers $37 
Bloody Wolf $43 
Cyber Core $42 
Deep Blue $27 


Dragon Spirit 


Fantasy Zone 


Galaga '90 

Ordyne $37 
Psychosis $39 
R -Type $56 
Space Harrier $37 
Super Star Soldier $49 


TG16 KICK & PUNCH 
China Warrior 
Vigilante 


$27 
$27 








SUPER NES 
SNES System $200 
Castle Vania $54 
Chessmaster $49 
Darius Twin $54 
D-Force $54 









Drakkhen 


$54 

F-Zero $49 
Gradius 3 $49 
Hole in One Golf $54 
Hyper Zone $43 
Legend of Mystical Ninja $54 
Madden Football $52 
Paperboy2 $54 
PGA Tour Golf $49 
"| Pilot Wings $49 
Raiden $54 
SimCity $49 
Super Baseball Sim 1000 $54 
Super Battle Tank $54 
Super R Type $54 
Ultraman $46 

GAME GEAR 

Game Gear $149 
TV Tuner $99 
AC Adapter or GtoG Cable $15 
Battery Pack $42 
Car Adapter $22 
Carrying Case $15 
Deluxe Carrying Case $19 
Gear to Gear Cable $15 
Chessmaster $29 
Dragon Crystal or G-LOC $29 
Golden Axe $39 
Golf $34 
Joe Montana Football $34 
Mickey Mouse $29 
Outrun or Psychic World $29 
Revenge of Drancon $29 
Shinobi $34 
Slider or Solitaire Poker $29 


SpaceHarrier or WoodyPop$ 29 
Super Monaco GP $29 
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STREETS OF RAGE $45 
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688 Attack Sub $59 
Abrams Battle Tank $49 
Dinoland $42 
F22 Interceptor $42 
Hard Driving $47 
Paperboy $39 
Road Rash $42 
Super Hang On $37 
Super Monaco GP $42 





Most items shipped same day. Cartridge Shipping UPS Ground $3.5 / Order: PO Box, APO, FPO $4 / Order: 2 Business Day Air $5 / Order: Air Mail to Europe $12 Minimum 
Air Mail to Canada $6 / Order: HI, AK, PR Surface $6 / Order: HI, AK ,PR 2 Day $10/ Order: Call for hardware shipping rates. 
Advertised prices are for new cartridges. Used software traded at $25 to $40 less than new price. No cash paid, store credit only. Used software sold at $10 to $25 less than new price. 
Shipping times not guaranteed. No returns accepted. Nothing is cast in stone. Everything is subject to change. Visa & MC accepted. CODs $4. Personal checks held 4 weeks. Money Orders treated as cash. 


Chips & Bits Inc PO Box 234 Rochester VT 05767 - CALL 802-767-3033 
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Great Naval Battles of 
the North Atlantic 
1939-1943 


STRATEGIC SIMULATIONS 






GRAPHICS 
PLAYABILITY 


OVERALL 


Elaborate, historically accurate 
naval simulations must sell very well 
indeed; there have been dozens, dat- 
ing back to the early days of computer 
gaming. They have gone from gener- 
alized sea battle games to nar- 
rowly focused time capsules. | 
wouldn’t be at all surprised to 
someday see one titled Great 
Sea Battles of the Bay of Fundy: 
April 5, 1942, 1900-1915 Hours. 

As a simulation, Great Naval | 
Battles of the North Atlantic | 
1939-1943 is very well done, with | 
strategic depth that | couldn't 
even begin to plumb. It’s less a game 
than it is a doctoral dissertation. The 
amount of detail is mind-numbing to 
me, but detail is what simulations are 
all about, and simulation players will 
love it. GNBNA uses the usual combi- 
nation of maps and views of and from 
the ships, giving the player endless 
control over what’s going on. The 
game does, thoughtfully, leave the 
amount of control up to the player; it 
can range from almost completely au- 
tomated (for couch-potato ’ 
players) down nearly to the 
bilge pumps. Depending on 
how much time you want to 
spend with it, you can either 
play a single scenario (there 
are many to choose from) or 
wage a full campaign. There’s 
even on-line history so you can 
see how your efforts compare | 
to historical reality. 

The graphics in simulations 
started improving dramatically 
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continues 
the trend. 
For the 

most part, 
the artwork is skillfully drawn and, in 
places, even dramatic. The animation, 
though, gets a little jerky when the 
game is sped up. The sound effects 
are adequate, but minimal. Of course, 
how many sound effects can there be 
out in the middle of the ocean? Over- 
all, the game’s production values are 
good, but there’s certainly no original 
thought in its design. It has all been 
done before. 

There are some things about 
GNBNA that | don't like. 
For instance, endless 
# messages keep popping 
| up to keep you informed 
about the damage, sta- 
tus and so on. | tried 
turning them off but still 
got more of them than | 
was interested in see- 
ing, and | couldn’t get 
them to go away until | 
clicked on them, hit the 
keyboard or waited for 





















them to disappear. That's only a 
minor annoyance, however, com- 
pared to the manual. Like too many 
other simulations, the manual is filled 
with minutiae on the ships involved, 
the history of the period and informa- 
tion about the game menus and fea- 
tures. What it doesn’t have is anything 
about how to go about playing the 
game. | suppose the game’s designers 
assume that anyone who's going to 
buy a game like this already knows 
how to play it, but a tutorial or walk- 
through is sorely needed. 

The problem with historically accu- 
rate war simulations like this one is 
that they are essentially boring for 
anyone who isn’t an aficionado of the 
genre. If you are a fan, then GNBNA 
will give you months of enjoyment; if 
you're not, five minutes with it is too 
long. Last weekend, | scraped and re- 
painted windows. This weekend, | 
played Great Naval Battles of the 
North Atlantic 1939-1943. Watching 
the paint on my windows dry was a lot 
more fun. 

—Tom Malcom 
Strategic Simulations Inc. 
675 Almanor Ave., Suite 201 
Sunnyvale, CA 94086-2901 
(408) 737-6800 
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Shadow President 


D.C. TRUE 
Version: IBM PC ($69.95) 


SOUND/MUSIC 
GRAPHICS 
PLAYABILITY 


OVERALL 


It was a dream come true: no 
congress, no conventions, no debates 
in front of the League of Women 
Voters, no embarrassing research into 
personal lives and no Sam Donaldson. 
One night, | was contacted by the 
Shadow Network and told | was 
President. Or at least according to 
Shadow President, probably one of 
the most ambitious games of its type. 

Using a mouse-driven point-and- 
click system, players can do every- 
thing from vary the amounts of aid 
given to a country—be it humanitar- 
ian, social, political, military or 
nuclear—to invade, adopt cultural 
exchanges, negotiate cease-fires or 
change a country’s trade status. The 
effects of these actions must be duly 
noted, since a commander in chief has 
little time to establish credibility in 
between elections. 

Global events are constantly 
flashing across the screen, and, most 
often, the best thing for the chief 
executive to do is mentally take note 
for future reference. Unlike Crisis 
in the Kremlin, the player's } 
decisions determine the path of 
the country, rather than having 
every crisis demand a response. 
After all, at least in the intro 
scenario, the U.S. still is the 
dominant economic and military 
power in the world, and, besides 
the overwhelming responsibilities, 
that does allow the luxury of 
setting your own agenda. 

While Shadow President 
cannot simulate the years of 
congressional and state experi- 
ence it’s supposed to take to 
become president, it does provide jf 
something that the White House 
occupant clearly needs: informa- } 
tion. More importantly, all infor- 
mation is easy to access using 
what only seems to be an 
overwhelming choice of menus. 
Everything from strategic value to } 
leadership philosophy can be | 
presented on a global, regional or & 
local map. A well-designed 
tutorial will make instant experts 





out of players who despise reading 
the documentation. 

Helping players make every decision 
is the cabinet, complete with press 
secretary, national security advisor and 
other bureaucrats whose advice is 
normally wishy-washy and who get 
incredibly smug if your actions fail. 
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Because games like these tend to 
be dry beyond tolerance, D.C. True 
bothered to add just enough 
animated sequences and sound 
effects to keep things interesting. 
Balance of Power was too politically 
correct to dazzle us with mush- 
room clouds and charred skeletons, 
but Shadow at least has a 
nice launch sequence that is 
worth savoring the last few 
days before impeachment 
(or assassination). 

The key to getting the full 
benefits of Shadow President is 
to approach the game with some 
form of agenda. Global conquest 
may not be possible, but, with 
enough money and gentle 
encouragement, formerly hostile 
nations can at least become less 
of a threat. 

The inevitable drawback to 
Shadow President is timing. 
While the game has speed levels 
ranging from one hour per 
second to one day per second, 
none seem to work with the 
variable rate at which disasters 
happen. 

Shadow President's initial 
scenario begins in June 1990, 
before Iraq's invasion of Kuwait 
and the Soviet coup attempt. 
Other scenarios range from the 
disturbingly accurate (America 
descending) to the intriguing (Iran as a 
superpower). These provide much 
needed replayability, as well as more 
structured play experience for anyone 
uncomfortable with the game’s free- 
form play. 

Competent to the extreme, Shadow 
President manages to do something 
not normally possible (except for the 
senile and the hyperthyroid): make the 
world’s toughest job enjoyable. 

—David S. Moskowitz 
D.C. True 
1840 Oak Ave. 
Evanston, IL 60201-3686 
(708) 866-1864 
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KONAMI/GREMLIN- 
Versions: Amiga ($39.95), 
IBM PC ($39.95) 


SOUND/MUSIC [ius 





Plan 9 From Outer Space is ar- 
guably the worst movie of all time. It 
doesn’t have much of a script and the 
acting is worse than bad. The movie 
does as much for the genre of sci- 
ence-fiction movies as a dog biscuit 
garnish does on top of a hot fudge 
sundae. Despite all of this, the film 
has attained cult status and can be 
found in video stores. It is unbeliev- 
able how bad this movie is, yet it 


can be fun to watch simply be- i 


cause it is so bad. 

In Konami’s Plan 9 From Outer 
Space, the player doesn’t get 
thrown into the plot of the movie, 
which involves foiling aliens who 
are resurrecting dead bodies on 
Earth. Instead, the movie's pro- 
ducer hires the player to track 
down six missing reels of the 
film. The player must go to differ- 
ent locations and collect items to 
help find the missing reels. 

The game plays like many 
graphic adventure games. The } 
player controls the action through 
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specific commands in a menu. All a 
player must do is figure out what items 
to put into his or her inventory and 
how to use those items in the game. 
The action in the game takes place 
in a window that takes up about one- 
third of the screen. Moving the 
mouse around this picture shows 
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where each of the exits from a loca- 
tion is. Any other action, including 
looking at objects, is a selection from 
a menu of actions found in the lower 
right corner of the screen. This can 
get tedious, especially when the 
player knows what he or she wants to 
do, but has to find the right command 
to perform an action. 

The game almost seems to 
play itself. Players have to 
search each room thoroughly 
to find items. When searching 
a room, a player cannot just 
examine items, but should 
also push them. This can get 
very tedious, especially when 
a room has 15 or so dif- 
ferent items in it. Once a 
player finds an item, it just 
takes a little guesswork to fig- 
ure out what to carry and 
how to use it. 

Throughout the game, the 
same faces appear repeatedly. 
i The game borrows these 
3 faces from some of the char- 
acters in the movie. These 
| faces show up throughout the 
| game and in the bits of digi- 
tized film footage. A player 
f| can watch pieces of the film 
| he or she finds. 

Plan 9 From Outer Space is 
| just another adventure game 
with average graphics and 
a sound; the only twist is that it 
fuse | involves one of the worst 
ul movies of all time. The dia- 

logue and descriptions in the 
game can be entertaining, but are 
repetitive at times. 

Be warned, however; if you hate 
bad films, do not watch the movie be- 
fore you play the game. If you do, you 
might be tempted to try not to find 
the six missing reels of footage. 

—John E. Schnyder 
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Konami 

900 Deerfield Parkway 
Buffalo Grove, IL 60089-4570 
(708) 215-5100 





ENTERTAINMENT 


The KING'S QUESTe games and Sierra 
On-Line, Inc. are not connected or 
related in any way to THE LEGEND OF 


KYRANDIA game, Virgin Games, Inc.., 
or Westwood Studios, Inc. 





CIRCLE #150 ON READER SERVICE CARD. 
The Video Game Specialists 


2 4 HOUR NINTENDO™ 


ORDER/INFO LINE LYNX™ 


(214) 218-5800 | Seness” 


Personal Arcade 
Morey ordre cat! Be'riabact's us er promex procaine Ih 
AM ATARI 7800 stock games ship within 24 hours. All games are brand new, ATARI XE Ve] [URBI 


even though our prices resemble other's charges for used 
games. Normal UPS shipping and insurance is $1 per 


eel oO Wisin ¥ cartridge and $5 per game system. Texas residents must 
7.25% sales tax. A single $3 processing charge is aeasened J OYSTICKS RA oe 
per order. ee and Hearse) sublet © crane. We are 
roud to a member of the Bett usiness Bureau of 
ATARI KM 5200" Dallas, and have been serving our coaoniere since 1986. x ACCESSORIES 
COMPARE OUR SERVICE AND SELECTION! HAND HELDS 


GAME BOY" HERE ARE JUST A FEW EXAMPLES INTELLIVISION ™ 


SEGA GENESIS TURBOGRAFX-16 GAME BOY ATARI LYNX SUPER NES 
Core Unit $99.95 TurboDuo $299.95 Game System $79.95 Lynx Color Unit $99.95 Control Set $99.95 
American Gladiators $69.95 CD Player $149.95 Alien 3 $29.95 Eye of the Beholder $49.95 Blues Brothers $59.95 
Clue $54.95 +Over 20 Titles at $19.95 Black Bass $32.95 Dracula $49.95 Cool World $59.95 


COLECOVISION NEO-GEO SEGA GAME GEAR ATARI 7800 SEGA MASTER 
Turbo Module $59.95 Gold System $499.95 Game System $129.95 Game System $49.95 New Control Pad $14.95 
Hand Controller $19.95 Last Resort $169.95 Batman Returns $34.95 F-18 Hornet $19.95 Monopoly $47.95 
+Over 90 Titles Available Mutation Nation $169.95 Prince of Persia $32.95 Ace of Aces $29.95 +Over 100 Titles Available 








es FOR A COMPLETE CATALOG @yaexey7 Vas USA } 
VISA SEND YOUR NAME, ADDRESS, AND MACHINE TYPE 
Saas) 


PLUS $1 FOR POSTAGE AND HANDLING TO: BOX 901V - LANCASTER, TEXAS 75146 
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Lure of the Temptress 


KONAMI 
Version: IBM PC (N/A) 


SOUND/MUSIC 
GRAPHICS 
PLAYABILITY 


OVERALL 


Many role-playing games are too 
similar today. You control characters 
chased by evil creatures or fight 
battles to increase your score. You 
know your objectives, the strange 
creatures to meet and what will 
happen even before the game starts. 
So where’s the challenge? Virgin 
Games’ Lure of the Temptress is 
definitely different. 

This unique game is based on 
virtual theater, meaning that when 
playing this game, you live the part! 
You make decisions, engage in 
conversations, walk to places, etc. You 
must solve problems, so it tests your 
brain, not reaction time. What's also 
great is not knowing what will happen 
next. (Just like real life!) The game 
involves you right away in prob- 
lematic situations where strategy and 
common sense are essential. 

As the game begins, Selena (the 
evil enchantress) has taken over 
Turnvale. The diabolical Skorl (whom 
you will have to battle later) now rule. 
Your character, Diermot, rides off with 
the king to save the town. The fierce 
Skorl attack. Diermot falls, hits his 
head and awakens in a dungeon. 

Items (and characters) are the first 
important aspect of the game. In the 
dungeon, several items are found that 
may help Diermot escape. As you 
move your mouse (or the keyboard 
equivalent), cross hairs indicate items. 
For usage options, you press either 
the left or right mouse buttons. You 
have to figure out which items are 
useful. Some objects can only be 
viewed after completing certain tasks. 
Clicking on characters lets you talk, ask 
a question or give something to them. 

You must develop a strategy to free 
Diermot (e.g., trick the Skorl into going 
into the cell as Diermot runs out; but 
don't forget to lock the door behind 
you!). Diermot soon finds a locked 
door, but no key. Fortunately, charac- 
ters like Ratpouch, if freed, can 
provide help. Once freed, Ratpouch 
can perform tasks for Diermot, and 
sometimes this is the only way out of 
a dilemma. 
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Sequence is also important. For 
example, if you don’t free Ratpouch 
first, you'll be stuck. The status option 
displays descriptions of surroundings 
and items possessed. This is really 
useful when Diermot and Ratpouch 
proceed to the marketplace, village 
shop, tavern, etc. 

Conversing with characters is vital. 
The prisoner, Luthern the blacksmith, 
Mallin the salesman, Gwyn the 
gossiper and so on provide hints on 
what to do or where to go. Listening 
to others’ conversations (at the 
tavern, for instance) is also important. 
Characters can ignore you or offer 
help; some only help if bribed. 
Dialogue choices sometimes appear 
during conversations. Selecting the 
right answer is. crucial, and 
sometimes the right one seems 
senseless initially. Talking to the 
wrong characters could be dangerous, 
since they could tell the Skorl about 
you, and you don’t want that! 

Many characters, statements and 
scenes provide comic relief. Humor is 
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important and keeps 
the game entertain- 
ing as you progress 
through it. 

The game can be 
difficult ate tinst. 
Defending Diermot 
against angry Skorl is 
not easy. Finding 
Goewin seems hope- 
less. Lure of the Tempt- 
ress can try your 
patience if you make a 
mistake and don’t save 
the game often. 

The full 256-color VGA graphics 
and brilliant animation alone make 
this game entertaining enough. 
Combine this with the concept of 
virtual theater, and you have an 
extraordinary game that provides 
hours of challenge and enjoyment. 
Lure of the Temptress may be just 
the game to lure you away from 
the others! 

—Chris Saucier 
Konami 
900 Deerfield Parkway 
Buffalo Grove, IL 60089-4510 
(708) 215-5111 








Vip—EoGAmES & Computer ENTERTAINMENT 


“NINTENDO GAMES : 


We Ch) la 


SEND US YOUR 
GAMES TODAY! 


THE MORE GAMES YOU 
SEND, THE MORE WE PAY!! 


1-10 Games = $4.00 Minimum Each 
11-25 Games = $5.00 Minimum Each 
26-50 Games = $6.00 Minimum Each 
50+ Games = $6.50 Minimum Each 


* Recenttitles are higher value 
*™ Game boxes are not required, 
instructions are appreciated 


4 CONVENIENT LOCATIONS 
TO SERVE YOU 


EAST 
2316 Delaware Ave. #192 
Buffalo, NY 
14216-2687 


WEST 
11718 Barrington Court #264 
LA, California 
90049 


SOUTH 
6800 S.W. 40th Street #177 
Miami, Fla. 
33155 


CANADA 
P.O. Box 6800, Dept. 1366 
Agincourt, Ontario 
M1S 3C6 


*“Remember to include your 
name and address along with 
your games 


“Games Traderisnotresponsibleforlostor misdirected games 
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Super NES 
Neo Geo 
Y Game Gear 
Lynx 


We Buy & Sell 
Used Video Games 


Thousands Of Games 


IN STOCK!! 
Rare And Hard To Find Games 


Game Dude 
Goes On-Line! 


Now you can connect with 
Game Dude by MODEM 


You'll have all the latest price info at 
your finger tips and the ability to order 
24 hrs aday. Plus you can chat with 
other game players to exchange tips 
and info, download files and play on- 
line games. If you have a computer 
with a modem, you’ve got to call. 
(818) 982-PLAY 


Newsletter Free! 


Call Now! (818) 764-2442 
Mon-Sat 9-5 PST 
Fax (818) 764-4851 
Game Dude 
PO Box 8325VGS 
Van Nuys, CA 91409 





Address 
City/State/Zip 
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Puzzled? 





Then you'll love our 
Collection of Classic Games! 
This collection offers you games 
of strategy, skill, and chance - 
all for $34.99. 

For use with IBM PC’s running 
Microsoft Windows 3.x 


FEATURES: 
*Beleaguered Castle (Solitaire) 
*Morris (Board Game) 
*Patterns (Puzzles) 
*And More! 


Available at local software 
distributors, or call - 
1-800-831-7611 


Star 
Graphics™ 


The Game Crafters™ 
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Cyber Empires 
STRATEGIC SIMULATIONS 
Versions: Amiga ($49.95), 
IBM PC ($49.95) 


SOUND/MUSIC 
GRAPHICS 
PLAYABILITY 


OVERALL 





When | first booted Cyber Empires, | 
kind of groaned and thought, “Oh, no. 
Another Risk clone.” | started playing 
with an attitude, and not a good one. 
As it turned out, that was the best way | 
could have approached the game. The 
more | played, the better | liked it, and 
my bad attitude gave me an edge over 
my computer opponent. 

Cyber Empires is indeed a Risk 
clone, but set in the dim future and 
played with cyborgs instead of little 
wooden armies. There are three basic 
aspects of the game: You can play it 
simply as a strategy game, which is the 
most Risk-like option; you can play it as 
an animated battle game, pitting your 
cyborg against another (this is actually 
the practice mode, but it can be played 
aS a game in its own right); or you can 
play it as a full 
campaign, | 
combining the 
strategy and ji 
cyborg battles. | 

The basic 
flow of the |@ 
game has you f 
starting with 
one territory, es- 
tablishing political control, building a cy- 
borg factory, waiting a few turns until 
your cyborgs are finished and then mov- 
ing them into adjacent territories and 
starting the process over. Of course, your 
opponents are doing the same thing. 
When you move into someone else's ter- 
ritory or they move into yours, battle en- 
sues. Which brings me to the one thing 
about Cyber Empires that | dis- 
like most: You don’t actually get 
to see the battle in the strategy 
game. The game is played in 
turn, and, to end a turn, you click 
an icon to close some metal 
bast-door. The battles all take 
place behind the closed doors, 
and you only see the results 
when they open again for the fe 
next turn. | felt cheated. There fia 
are sound effects to let you listen 
to the battle, but the designers |i 
could have put in some ani- Wa 
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mated sequences to let me see it as well. 
The graphics are better than | expected 
(though | did have a strange ripple across 
the screen when | scrolled around the 
map view), but some animation would 
have boosted the game considerably. 

In the full campaign mode, you do 
get to wage your own 
battles and play them 
out on an overhead- 
view field. Depending 
on the planet you're 
on and where you are 
on the planet, there 
are several land- 
scapes, ranging from 
arctic to volcanic. This 
part of the game is 





| do think the overall pace of the 
game could have used a little 
more work. Just like real life, ev- 
erything in the game costs some- 
thing: You have to buy factories to 
‘ / produce your cyborgs, then pay to 
controlled by joystick = EL * produce the cyborgs, and that 
or keyboard and re- doesn't even get into fortifications. 
minds me of Fire- | found myself repeatedly ending 
power or any of a dozen tank bat- turns without doing anything simply be- 
tle games. The designers were cause my resources didn't accumulate 
considerate enough to include a_ fast enough to give me any options. 
| couple of variations in the prac- Cyber Empires will handle up to five 
tice mode, and I’ve seen stand- players, human or computer. Unfortu- 
alone games that weren't up to. nately, there’s no modem option 
| this caliber. though the game would be ideal for it. 
ei Combining the action with the strategy 
aspect produces the first game | might 
consider playing instead of Risk. | like 
the game as solo play, but | may just 
have to round up a couple of human 
Risk players, show them how to play 
Cyber Empires, nasty up my attitude 
and then trample them into cyber bits. 
j —Tom Malcom 
‘c ae ot Strategic Simulations Inc. 
| 675 Almanor Ave., Suite 201 
Sunnyvale, CA 94086-2901 
(408) 737-6800 
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MARKETPLACE S$ 
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Receive a $25.00 Bonus sitar you eet back W or more ete RUDE 
i = Nintendo cartridges or receive a $10. jonus when you sell back 5-9 Genesis 
60 minute VHS Cassette VI D E 0 GA E § PE C IALTIE § or Super Nintendo cartridges. This coupon a be tne with your cariiges: | 
i yi 4 SE Not valid on previous buy backs or with any other offers. copies accepted. 
NOW only $19.95 (plus NYAU OSE 4 1} or FREE with <=N EW & USED od Limit 1 coupon per package. Cartridges must be received by 12/31/92. 
first 5 games ordered! Japanese & American games ee ee) = 





SUPER NNT E/ NDO' Out of this World 94 95:9500 








; CALL WITH YOUR ORDER TODAY! Paperboy 2 
Call SLIGO VIDEO at (310) 837-5422 for deepest discounts on games. We Sell Used / We Buy Pebble Beach Gol 39.95/22.00 
P.O. Box 35433, Los Angeles, CA 90035 3 04-4 29 = 3 2 5 9 Actraiser 39.95/22.00 PGA Tour Golf 39,95/22.00 
Addam's Family 39.95/22.00 Raloent res Hees it 
CIRCLE #156 ON READER SERVICE CARD. CIRCLE #162 ON READER SERVICE CARD. peeteen Siegal eee an Rival Tr 36952400 
Axel 49.95/30.00 oad Riot 95/30. 
Bar's Nightmare Hk 49.95/30.00 Robocop) ape sond 
arr Bat Man Revenge of Joker 49.95/30.00 : f i 
Sy ner gisti c Software NINTENDO-SEGATURBOG RAFX Battle Blaze 44.95/25.00 beets Bullwinkle aaeeiouieg 
eis peuaeoull vised PC GAMES AND MUCH MORENW Betrtes faas/2300 SimCity 39.95/22.00 
"SEGA GENESIS GAMES" TOTALLY LEGITIMATE!!! Cal Ripken Baseball 49.95/30.00 SmEarth 49.95/30.00 
For complete info send $2.00(S&H) to: Castlevania IV area) 00 sine Gare Parca 
i i - x ss .95/: fu .95/ 
We guarantee to beat all advertised catalog prices. We THE GAMER'S EXCHANGE Contra ee eeu co RreSAed tomer Pees 
> . 4 5 anny Sullivan's Indy Heat 49.95/30.00 
pay more for used games than our competitors! To order 1017A S. University Dr. suite #38 Death Valley Rally 44.95/25.00 Smash TV 39.95/23.00 
: Plantation, Fl. 33324 Dino City — 44.95/25.00 Soul Blazer 49.95/30.00 
a complete catol id $1.00 to: S istic Soft y 
Co So0 e110}: Synergiclcecnware (205) Se4-2706 Double Dragon 49'98/30.00 Spanky's Quest 44.95/25.00 
217 Jackle St. Crescent City, CA 95531 Licensett 33201 Dragon Strike 44,95/25.00 Spellcraft 49.95/30.00 
2 not endorsed by manufacturers above Dream TV 44.95/25.00 Sp/derman/Xmen 49.95/30.00 
Dungeon Master 54,95/30.00 Steet Foner " pes ed 
95/25, 
CIRCLE #157 ON READER SERVICE CARD. CIRCLE #161 ON READER SERVICE CARD. anne ete Force 44.95/25.00 eile Cun nies cere 
Extra Innings 39.95/22.00 Super Baseball Sim. 1.000 44.95/25.00 
F Zero 37.95/20.00 pe eal ee THREE 
FIROC. 49.95/30. yper Battletoads 49.95/30. 
oP PAD MASTE R fobios | Friends 49.95/3000 Super Bowling 44.95/25.00 
Falcon 3.0 49.95/30,00 Super Ghouls ' Ghosts 37.95/20.00 
1 Final Fantasy 2 39.95/22.00 Super Goal 44.95/25.00 
The Video & Final Fantasy Mystery Quest34.88/20.00 Sie" Hoh Impact 49.95/90.00 
loll inal Fight 39.95/22.00 t Mari 95/30, 
Computer Game Specialist George Foreman Boxing 3895/2200 orem 49.98/30.00 
44.95/25. i i 
() So NESE NESS Geese CAMERON eas 49'98/30.00 Super NBA Basketball 49.95/30.00 
SAMEGEARe IBM Compatible Software SP} KE’S Golden Empire 49.95'30.00 Sper Nina Boy 44 95/2500 
i den Figh 49.95/30.00 Super .95/ 
Info & Prices: 916-622-7953 D 1-800 em tke feeenion Super Play Action Football 39.95/22.00 
C.O.D.eVISAeMCeAMXeDISCeCKeM.O, 8/RECYCLED GAMES]|037-GAME Hi the loo 49.95/30.00 ected 49.9/30.00 
Imperium 49.95/30.00 Super Stake Eagle 49,95/30.00 
James Bond Jr 44.95/25.00 Super Wrestlemania 39.95/22,00 
Joe and Mac 39.95/22.00 T.M.NT.4 39.95/22.00 
John Madden Football:  39.95/22.00 Jest Dive 2 49,95/30.00 
Kablooey 49.95/30.00 Thunder Spirits 44,95/25,00 
Kawasaki 49.95/30.00 7KO Super Champ. Boxing 44.95/25.00 
Krusty's Funhouse nae8i25 00 op Geet aiaan 
Lagoon 39.95/24.00 Uti 95/35. 
Legend of the Mystical Ninja39.95/22.00 Uitrabots 49.95/30.00 
rt me onve rte r Lemmings 39.95/22.00 Utopia 49,95/30.00 
tlegia Suord aes Wheel eats 4.95/30.00 
Magic Sword 49.95/30. . 5 
Sega Genesis™ 7 Marlo Paint w/Mouse 59.95/35.00 Where's Waldo? 49.95/30.00 
MP Ba Mage f: rear WH. Gea cholera 4995/3000 
MVP ] 44.95/25.00 .95/30. 
MegaDrive Converters NCAR Beetbal 49.95/30.00 eat eens 0 
NHLPA Hockey 93 54.95/35.00 Y's 39.95/22.00 
OS $ 1 5 00 % On the Ball 49.95/30.00 Zelda Ill 44.95/25.00 
9) : ss pesto ee 


e Super Nintendo™/ 
Super Famicon Converters 


yo EO” — $15.00 “47eH0,,,, 
Universal Game Converter™ 
(for Ewrope Only) = $ 16.00 
DEALER PRICING AVAILABLE 


BOSTON TECHNOLOGY 


SEGA " 
GENESIS 


SPECIAL 


Abram’s Battle Tank - Afterburner Il - Air'Buster - Alien Storm 
Arnold Palmer Golf - Atomic Runner - Bat Man - Bimini Run 
Buck Rogers - Burning Force - Buster Douglas Boxing - Centurion 
l Chuck Rock - Crackdown - Cyberball - Decap Attack - Dick Tracy 
Dynamite Duke - E Swat - F-22 Interceptor - Faery Tale 
1 Fatal Labyrinth - Fatal Rewind - Final Zone - Fire Shark 
Forgotten Worlds - Gaiares - Gain Ground - Galaxy Force II 


Lae Men 


¢ WE BUY & SELL USED GAMES & SYSTEMS 
© LARGEST SELECTION & LOWEST PRICE 
e WE PAY MORE FOR YOUR USED GAMES 
& SYSTEMS 
¢ DEALERS & WHOLESALE INQ. WELCOME 


COME & VISIT OUR STORES 
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JAPANESE GAMES x* JAPANESE GAMES *« JAPANESE GAMES 





A 6316 LAUREL CANYON BLVD. Po gaan cell gy I Sede ba Din: Harel: Hencoiavere baron: 
. AS ranada - Har rivin - Hardball - Herzog Zwel - Immortal 
N. HOLYWOOD, CA 606 "(6 17) 731-3865 Gee) cree, ana, elie ral 
Tel: (818) 766-2368 Suite 125 2 | * King's Bounty ° Klax shakers vs. Caltes : Mike bitka Footbal ; 
s loonwalker - : lockey - Outrun - Pat Riley Basketbal 
FAX: (818) 766-1883 21Linden St. ¢ Wollaston, MA 02170 & I eyhowerball aos Challenge - RBI Baseball 3- Revenge of Shinotl 
load Rash - Shadow Blasters - Shadow Dancer - Shadow of the Beast 
12205 SANTA MONICA BLVD. Speedball 2 - Spiderman - Starflight - Stormlord - Streets of Rage 
WEST LOS ANGELES, CA 90025 CIRCLE #158 ON READER SERVICE CARD. la - Siettalg On- abe whee eee of veoh I 
echnocop - Terminator - Thunderforce Ill - Toki Going Ape Spit 
Tel: (31 i) ] 820-2800 Tommy Lasorda Baseball - Traysia - Twin Cobra - alls Ul 
FAX: (310) 820- 8738 | Warrior of Rome - Wings of Wor - Winter Challenge ] 





i $29.95 Each 
Buy 2 Get 1 FREE I 
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Limited to stock on hand - mail orders please list alternatives 
=—=— = 


Titles in /TAL/CS are newer and may or may not be available, please call for 
availability. All Used Genesis & Super Nintendo Cartridges must include box, 
inserts, and instructions. All Used Cartridges have a 90 DAY WARRANTY and 
are subject to availability. Although all prices are subject to change without 
notice, most prices in this ad will be effective thru December 31, 1992. We reserve 
the right to refuse any sale or purchase. Please call our Info line for any changes 
in prices, policies or procedures before sending cartridges. Allow 40 days to 
receive orders placed with money orders and 60 days to receive orders placed with 
checks. No COD's. Due to the nature of game cartridges, we are unable to give 
refunds. For shipping, add $6.00 for the first cartridge and $.50 for each 
additional. Alaska/Hawaii/APO double shipping charges. Calif Res add 7.75% tax. 
It we do not receive your package by 12/31/92 or your game titles are not listed in 
this ad, you will be paid from our current price list. To receive prices in this ad you 
must include the ‘Dept. #' from below on the OUTSIDE Gi yomipackages Include 
your Name, Address & Phone Number on a piece of paper INSIDE your package. If 
you are unclear about any of our policies or procedures, please call. 





Put Our List 
On Your List 


Our list is the Consumer Information Catalog. 


5 Send your Cartridges/ Orders to: 
It’s free and lists more than 200 helpful 3 : 





government booklets. So send for the free High-fat, high-cholesterol foods can leave B R E Sof tware 
Catalog It’s the thing to do. Write: you with a heavy heart. Dept. VG12_ 
Consumer Information Center aie Bee oe cri ae 
Department LL 2. , te 24 Hour Recorded Info Line: (209) 432-2644 
Pueblo, Colorado 81009 @ American Heart Association BRlcD elodere 1 m a 5c 
U.S. General Services Administration © 1992, American Heart Association redit a amperes ( ) : 





CIRCLE #159 ON READER SERVICE CARD. 





SKATE WITH 


Nobody can hold a stick to 
these guys: 
Messier Coffey, Kum, Linden, 
Savard, and the 544 other 
guys who play hockey at 
the highest level. The 
deadliest marksmen, 
the enforcers, the 
brightest stars of the 
pro game. 
Theyre all captured in 
NHLPA® ’93. The official 
_ game of the National Hockey 
League Players Association” en — 
The all-new version of the most ad ce 
action-packed hockey game ever 
Last year NHL? Hockey was the 
top-selling Genesis” sports title. This 
year the same game designers deliver even more explosive game play. 
% Check outall the players. The complete, accurate team rosters from the 1992 season. 
| Plus 1993's new Otfawa and Tampa Bay expansion rosters. 
NHLPA ’93 is the finest the sport has to offer With more new pro moves than you 
*» can shake a stick at. 
Faster tougher to beat goalies who leave the crease to clear loose pucks, 
Sy ~%._ orlunge and dive to smother shots. Individualized moves, like 
; glass-breaking slap shots, nimble stick action, and brutal body 
checks. Each player skating his own unique game. 
m»  Hotnewdefensive techniques 
7) andan improved computer 
















Opponent raise the 
elecincity in SR2 
powerplay . Ex 
situations. > 









= Probert and Gaeiz. 
Each of the 550 pros 














| rated on 14 characteristics 
based on 1992 playing stats. 
OLIOIOL TIC a 
pros are better een 
defensemen, ‘ : | Your goalie now 
meme ofersscoring -e vs neging eaciaek 
a machines, others % s | saves. So get the 
are specialists Se cae ‘ puck outta here. 
FASTUDIOS at killing ff — 2 EE 
opponents’ power plays. Fouomonnene 
If these guys dont stop you oak re 
man in your tracks, the refs will. BS cr ey 
Calling you for tripping, hooking, j eee 





Race 


cross-checking, offsidles, a 


interference, or icing. The more severe the penalty, the longer youre in the sin an 
There are even injuries that can knock you out for the game. 


poQeal 


& Bare For EASn, 


is o 


ar teams 


biz ¢ of the Peet he 
n the g 





ay. 


ea, ‘ . 





Score with the names of the game. 
NHLPA ’93 is the only 
place you'll find all 550 pros. 


Talk about a game with impact. 
Personalized moves include Doug 
Wilsons cannon-like slap shot. 


EASNSs Ron Barr 
is all over the ice 
like a Zamboni? 


For the first time ever battery back-up lets you make the greatest saves outside of your goalie. 
Save lines you create. Even player stats for the entire post-season toumament. 

The coverage of EASN," the Electronic Arts Sports Network, lets nothing slide. Bescon ‘ 
camera angles. Sportscaster Ron Barr. The exclusive crowd by 
Noise-O-Meter™ Highlights from other playoff games. 
Instant replay. Commentary. 

Stick with the pros: NHLPA’93 and the Electronic Arts 
Sports Network. Skate over to your local EA dealer or 

=4 order by phone anytime: (800) 245-4525. 

And get the greatest hockey game by 

a long shot. 





Ettcrecuse Bart Seuute Witwaee 
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EE ® : 
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ryY\SN 5 If its in the game, its in the "ED 
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m Now available 
on Super NES.™ 


Ifyou are under 18, be sure to get your parents’ permission before using hotline. Messages subject to change without notice. Alll rights reserved. EASN, Electronic Arts, and Noise-O-Met 





NHLPA 


ELecrronic Arts Sports NETWORK 


$£900988-Hi 
are trademarks of Electronic Arts. Licensed <a 5009 Inte 


by Sega Enterprises Ltd. for play on Sega Genesis system. Sega and Genesis are trademarks of Sega Enterprises Ltd. NHLPA, Rete! Hoey Leagu e Players Association, and the gat of the NHLPA are pone red trademarks of 
NHLPA and are used, under license, by Electronic Arts. Pro Set is a registered trademark of Pro Set, Inc. in the United States and Canad er NES™ and the official 
‘seals are the trademarks of Nintendo cf America, Inc. NHL is a registered trademark of The National Hockey League. All rights rest sia 


SET, 


95 cents for first minute, 
75 cents for each additional minute. 


Nintendo® Super Nintendo Entertainment System? and Supe: 
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2 and a little luck. 
Only from 








ie ‘ ~- «. SUNSOFT” is a registered trademark of Sun Corporation of America. © 1992 Sun Corporation of America. LOONEY TUNES, characters, 
in names, and all related indicia are trademarks of Warner Bros: Inc. © 1992. Nintendo, Super Nintendo Entertainment System and the Official 
Seals are registered trademarks of Nintendo of America Inc. © 1992 Nintendo of America Inc. 
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